if an KS A on OA | Ke NN 
PRIMA'S OFFICIAL STRATEGY GUIDE n 


„Insider: Tips 
4 fram the 


Vi Ag 


2 


mm ge 


ee 


Ébarbd 


| So ho oneywe pn 0) 


In 


werg WIEDEN, 


Rick Barba 
Steve Honeywell 


Prima Games 
A Division of Prima Communications, Inc. 


3000 Lava Ridge Caurt 
Raoseville, CA 95661 
(916) 73/7-17000 
Wwww.primagames.com 


Senior Editor: Richard Oal Porto 

Project Editor: Jill Hinckley 

Senior Product Manager: Jennifer Crotteau 
Editorial Assistant: Candace English 


Lucas Licensing Continuity Editor: Allan Kausch 
© 2000 Lucasfilm Ltd. & TM. All rights reserved. 
Used under authorization. 


and Prima Publishing® are registered trademarks of Prima Communications, Inc. 


All products and characters mentioned in this book are trademarks of their respective companies. 


Important: 


Prima Publishing has made every effort to determine that the information contained in this book is accu- 
rate. However, the publisher makes no warranty, either expressed or implied, as to the accuracy, effective- 
ness, or completeness of the material in this book; nor daes the publisher assume liability for damages, 
either incidental or consequential, that may result from using the information in this book. The publisher 
cannot provide information regarding game play, hints and strategies, or problems with hardware or soft- 
ware. Questions should be directed to the support numbers provided by the game and device manufactur- 
ers in their documentation. Some game tricks require precise timing and may require repeated attempts 


before the desired result is achieved. 


ISBN: 7615-e194-1 
Library of Congress Catalog Card Number: 99-6Ge2515 
Printed in the United States of America 


O0 O1 Oe 03 BB10 93876 543e1 


Acknowledgments 


Rick Barba 

First of all, thanks to Garry Gaber, Ed Kilharn, Chris Ross. 
and the rest of the awesome LucasArts design team for 
creating a game that only got more fun as we played it 
over and over and over again. Also. much of this book 
owes its accuracy and wisdom to the wizards on the 
LucasArts testing team. particularly Ricardo Liu. Jim Diaz. 
John von Eichhom. Chad Williarns, and Leyton Chew. And 
special thanks to lead tester John Drake, whose generous 
additions to the book made our twenty-ton deadline easier 
to bear. 


Thanks also to the usual suspects at Prima. who always 
make the editorial process pleasant and professional. In 
particular. thanks to Richard Dal Porto for keeping feathers 
smmoothed: to Candace English for her patience and acu- 
men: to Sar Mills for her fine-toothed language comb: and 
to Sue Honeywell for a perfect book design. Last but not 
least. thanks to my writing partner. Steve. for his ygeoman 
work and good humor throughout the project. 


Steve Honeywell 

Thanks go first and forernost to my wife Sue for designing 
such a great-looking book and still managing to provide me 
with the occasional cheeseburger when attacking Rebels 
forced me to stay in the office. 


Huge thanks also to my co-author Rick Barba for having a 
remarkably levei head and an AT-AT load of talent. This 
book would be much less than it is without the constant 
and regular input from the GA team at LucasArts. particu- 
larlty John Drake, who provided us with a wealth of great 
information right when we needed it. 


Richard Ual Porto and Jill Hinckley kept this book on track 
and should also stand up and take a bow. Sam Mills and 
Candace English get all the credit for tuming a mass of 
confused words into a readable and interesting whole. 
Thanks also to Jennifer Crotteau for providing me with 
such interesting work. More thanks than | can possibly 
state to Gail for being a necessary breath of siliness and 
perfection in a chaotic world. Thanks to Joe Cartoon for 
keeping me sane. Thanks to Doc and Kevin for being there 
online when | needed to blow off steam (don't disappear 
again, Doc). 

Prima Games 

Special thanks to the team at Lucas: Anne Barson. Tom 
Byron. Tim Moore. Jim Passalacqua. John Drake (along with 
the LucasArts testing team), and Allan Kausch. 


Very special thanks to George Lucas. 


Contents 
ae Allen Ln EE TEE 2 
Chapter 1: Imperial Units & Structures .……… ……… … … …… … … … …. 4 
afs ANS nete vann e 
WIE A 5 
are onb VAR oen EE} 8 
carl ernsrdn 14 
NODOSMCRSUDON EEN. ee E. 17 
rl She UCE ar goon 21 
Chapter 2: Rebel Units & Structures 27 
cant UBererovser see 28 
Denis 28 
ure er nn 31 
lee bo 35 
ED 37 
RODE INICIBS MERE eee 40 
Chapter 3: The Command Point System... .… … dd 
BANOE OlntSs MN BENN SON 45 
BestoynggSnemy UMS BStrUCUIES. … nn. 45 
Bulilhnes Mission ODIECIVES Ba Pe... 45 
Soli je EE UE 46 
EE end 47 
Spending CammandPaints a. … ne. aken 49 
EliapterdaGeneral Strategy. … ese Lewe 50 
Gemennenamierd. M.M re. UE 51 
BUIKNRGRPOWERUINRONCES, … eene a. 55, 
Grouping Techniques ©. nnen: 56 
gentunngBuildings and Units... Mn 7, 
GARturinANKurtels,. … an 58 
Capturing Other. Strüctüres! 5... S..... 61 
GAMING ONS en. 62 
Te Ee 62 
es 62 
ln en 63 
Deploying the Appropriate Units... … …… … … 64 
OEREN GAPNEReAaplUie kes... mm... eeen 67 
DOODS. eee essen eeen 67 
ASCII Eee eneen d 68 
Mie NU oe 69 
OEE GOES EN: An... 69 
Chapter 5: Multiplayer Strategies... … ……… ……… 12 
Cr re 73 
INEMIRONANCE DIEINKEIST EN. Me... ED. 73 
Lue SevbelEnei VE 74 
zele CTB z5 
neBarhs mpenalkdvantag8n., 2... 75 
ERLE EE ond 75 
BNG OUNDAUDONSNEIEEN MT iz, 
ENE ME ee... ee eene 7 
AEC RE EE 78 
medeli Alser 4 Ae 79 
GELSEMEIET  SN 79 
rr ECE 80 
GhaplenbaBeBen Training... 81 
Te 82 
eet VE a EE 82 
ten a Rr 82 
EE eneen see ven ua 82 
OE. ease sereen: 85 
ee 85 
Dee nennen eene 85 
Re seseersuinsensent 85 
Ee sssenseersaarsnans 88 
ESSO ME 88 
NEU UN GRENNNEENE EE 88 
SEO: OE arte Tee 88 
CHOICE ARAS nm aen eene 93 
LNE Sns TE 94 
MISSION ODIE VER en EE et ee ee 94 
NEN Uns: ME te 94 
DISS SAS 94 
EE EE 100 
NON ON NEE Ee L 100 
ol me A TE 100 
MEETER RA AE 100 
Chapter 8: Crisis on Sarapin .…….….. …. ne ORE 106 
NONE Bes en Et 107 


Mission Objectives... …… . 07 
NEW UNE Ak 107 
MISSION SlLABEN Sr bora. nae. Annen ee 107 
Par REN EEN ENEN Ae LO OR 112 
ASSIGE E Sk ent. Ed 112 
NEUS SITUCLUTES MAME Een. Je 12 
MISSD USTA SE va: NN … … OON. 113 
Chapter 9::ThefTrap SL VAVIN Aenean eren vendere are on sas an 118 
MiSsion OBICCINES SE NE. . 119 
NEW Unit En. 119 
MISSlon Srl Ee, E.ON 119 
Chapter 10: The Battle of Hath:....... „os. ooo oes ee eso 126 
MISSION VES ee err 127 
NWA EN NN, ERN. H.N. 127 
MissiansSlraleeven er. B 127 
GtaplemtlAoOrprise aREndor eeN eee 134 
MISSIE GBJCC VES EN. EEN 195 
MISSION STaleOV.. A an OE een uh, 
Chapter 12: The Massacre at Abridon ........….…………… … 140 
EW Cee en ono En 141 
MIESIDN, SDECIVESR. B MM en eeens 141 
ISEMRIMItS Ee SUUCIUESEEE. B. eee 141 
RE on Nan one TEE 141 
oo INR 147 
er ee URS REE TEN 147 
NERI -BESTTUCIUPSS. rr 147 
NISSCMEE ALE Ve «Oe 147 
EE heee WE 153 
MISSION ODIECIVEE MEN MA... 53 
ve era 153 
PASSIE 153 
ChamenisEscamsfrom KaldAN ee . Mes. eee 160 
WES S aston en 161 
MISSGIS TOINE ee 161 
Chapter 14: The Ruul Missions .…....………… … ……… 166 
Part GER 167 
MISSION ORJECHVES BMEM 2 167 
Nee Wince 167 
EMO. Re 167 
Pa ee. 172 
MISSEN ODCCUIEEN EN. 172 
MiSS ALEGRE Sed. 173 
Chapter 15% The Wanten Gambi: 178 
Part One, ME Ee. 179 
Mission: CICERO PEN. 179 
NEE. El . 179 
Missen olfatee VP. Bl 179 
Part TMS an nt EES Ne en EE 1d eee te 184 
MiSMROLECH EN tE AOS. a. 184 
Nevens: Tet. a 2% or RER one eee en oh 184 
MisstamiSlrätegy. .… ME A 185 
Chapter 16: Redemption at Abridon. ... 191 
Part One A5 Rn. 192 
Mission! GDjectiveSnn DB. 192 
New llBIS- A 192 
MISSIONS tral NN EEEN 192 
A 198 
BISSPOEEIES ee. EE ee. 198 
Mission hl Zn 1 198 
Chapter 17; The Alliance Strikes Back... … .…….…………… … 204 
et Nn 205 
en SER En 205 
Chaptertönihe Stege of CordBEanit. MB .n. ale 
EN EE 213 
BETE ves … BME 213 
CR Rn 213 
RR nn 217 
en U 217 
oe CR ns R 2e 
ee 223 
MEEO Obiective : …… ME. EE 223 
MeSn Strategy. Mn 223 
WN istrieture Tables AE A... ER... 232 
BEANS and Structures... MT 232 
penal Waits and.Struelures … nen TE nk 234 


Prima’s Official 
Strategy Guide 


icial strategy guide for Force Commander. And when we say “official,” 
mean exactly that. Many eotthe strategies, tips, and tactics offered in these pages come soll 
ofthe LucasArts testing team, the grizzled experts who played the game day and night for 
months on end. In particular, the authors wish to extend their heartfelt thanks to John Drake, 
lead tester for Force Commander at LucasArts, and his intrepid team of testers including Ricardo 
Liu, Jim Diaz, John von Eichhorn, Chad Williams, and Leyton Chew. 


How to Use Ihis Book 


This guide offers several levels of help for players seeking to master Force Commander. Here's 
what's inside. 


Unit Profiles 


Chapters 1 and 2 profile every standard unit and structure in the game, both Imperial and Rebel. 
This is no rehash of the game manual; this is hard information about the tactical advantages and 
disadvantages of everything you can order down and deploy in Force Commander. Casual and 
hardcore gamers can also gain important inside knowledge from the statistics revealed in the 
“Rebel/ Imperial Unit and Structure Tables.” 


General Strategies 


Unlike other real-time strategy games, Force Commander eschews static mining and resource 
gathering operations in favor of its more kinetic Command Point system. This system rewards 
you for active combat success and features some clever intricacies to manage. Chapter 3, “The 
Command Point System,” sheds light on the acquisition and wise use of the game's key resource. 

Chapter 4, “General Strategies,“ may be the heart of this book. If you read nothing else, read 
this chapter. Here, with generous input from LucasÂrts, we outline the fundamental strategies 
and tactics you must master to become a first-rate Force Commander. This includes tips on cam- 
era movement, base building and unit deployment, attack and defense tactics, and many other 
things. It also includes a helpful table of Unit Counters that shows which units fare best against 
other units. 


Chapter 5 focuses exclusively on the Force Commander muf ayer option. Th 5 noms here Ì | 


is provided largely by the LucasArts testing team, the preeminéfit experts ín this area. 


nn 


The Single-Player Campaign 
Chapters 6 to 12 lay out foolproof strategies for defeating all 13 of the Imperial missions in Force 
Commander's Single-Player Campaign. Chapters 13 to 18 do the same for the 11 Rebel missions in 
the Campaign mode. We pounded through these missions for weeks, looking for the paths of 
least resistance for you. And again, many of the tips and tactics provided here come courtesy of 
LucasArts. 
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Chapter 1 Imperial Units 


Imperial Units 


Infantry 


Stormtrooper/Sandtrooper 


These two units may look a little different, but they have virtually identical capabili- 
ties and weaknesses. Although small and relatively weak, stormtroopers and 
sandtroopers are essential to any operation. 

Use stormtroopers to garrison your structures to prevent capture by Rebel troops. 
Both units also can infiltrate and capture Rebel structures: few units can stand against 
experienced stormtroopers inside a structure. 

Two more benefits: First, aside from antiaircraft turrets and AT-AAs, stormtroopers 
and sandtroopers are the only Imperial units that can damage enemy aircraft. This 
makes them a cheap, if vulnerable, defense against aerial attack. Second, using their $ 
weapons’ stun settings, these units can quell enemy infantry quickly. 


ä 
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Ï 
primagames.com 


PE, 


Prima’s Official 
Strategy Guide 


TT , 


The dewback trooper is simply a stormtrooper mounted 
on a huge desert lizard. Dewbacks are slow and ponder- 
ous, but their great size allows for mounting a large anti- 
infantry weapon on the saddle. 

You'll find these units useful in several missions. Just 
remember, they function only in hot, arid environments. 
Dewback troopers afford low cost anti-infantry protection 
around your base. They're less useful for attacking enemy 
positions, given their slow speed. Each dewback can carry 
a single stormtrooper or sandtrooper. 


THE OEWHACK CARRIEÈES A TROOPER THAT JUST 
COUNTS AS AN EXTRA UNIT TOWARO THE CAP, 
BECAUSE IT CAN'T OPERATE WITHOUT THE 

_ TROOPER. AT-PTS ARE HETTER. 


Fig. 1-2. Useful in missions where traditional 
vehicles are unavailable or can't cross the 
terrain, dewbacks offer more power than the 
basic stormtrooper. 
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Speeder Bike 


Speeder bikes are the Empire's fastest ground 
unit. Piloted by a stormtrooper or sandtrooper, 
each small, sleek vehicle can hold up to two units. 

Its speed and agility make the speeder bike an 
ideal scouting unit. A large group of speeder bikes, 
each bike bearing a pair of stormtroopers, can 
move rapidly across the landscape to attack light- 
ly defended Rebel positions. 

The speeder bike is fragile, however. Even the 
weakest Rebel unit can destroy it easily, often 
killing the trooper(s) onboard. 


ITESIER’"S IIP 


FRAGILE. EXPENSIVE. NOT VERY POWERFUL. 

ANO IT EDUNTS AS TWO UNITS FOR THE UNIT 
CAP. THE SPEEDER BIKE CAN BE USEFUL FOR 
GRABBING BUNKERS IN THE EARLY GAME. BUT 
THE FERRY SHUTTLE IS BETTER. THREE SPEEDOER 
BIKES PLUS THE THREE STARTING STORMTROOP- 


ERS IS5 A VIABLE RUSH. BUT IT'S LESS EFHICIENT 
THAN BUYING SIX TROOPERS AND A TROOP 
TRANSPORT: THIS LEAVES YOU THREE EXTRA 
INFANTRY WITH WHICH TO GRAB BUNKERSG. 


jj KATS MBG RT CER 14V Cor Pig 8 


ee ae 


Fig. 1-3. Speeder bikes are your fastest 
ground-based units, but they're easily destroyed. 
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Armor and Artillery 


AT-PT 


The AT-PT is the smallest and most fragile 
Imperial vehicle. When targeted by Rebel 
vehicles or heavy troopers, the AT-PT sel- 
dom survives long enough to retaliate. Use 
it both to attack and defend against enemy 
infantry. You can move the AT-PT into 
position easily to stop enemy infantry. It 
makes an excellent escort for larger vehi- 
cles, and an effective guard for bunkers 
and important structures. 


ITESIER’”"S IIP 


Ok. SA A SINGLE AT-PT CANT KILL ITS OWN 
WEIGHT IN INFANTRY IF THE INFANTRY IS IN 
RANGE WHEN THE SHOOTING STARTS. ANO 
THEY TENO TO POP LIKE ZITS AROUNG ANTIAR- 
MOR UNITS. WVHEN YOU HAVE Ie? AT-PTS ANG 
THE ENEMY IS KILLING YOU FASTER THAN YOU 
CAN KILL THEM. YOU CAN OVERLOOK THESE 
FLAWS. HEALTH ANO FIRE-RATE UPGRAGOES 
TURN THESE THINGS INTO SCARY RUSH 
MACHINES. THIRTY AT-PTSe Way NoT er 

But YoU'0O BETTER HAVE AT-AAS... 


Fig. 1-4. The small AT-PT is useful for wiping out 
enemy infantry. 
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AT-ST | 


Next to your stormtroopers, AT-STs are your most 
versatile unit. Far more powerful than AT-PTs and 
able to withstand over three times as much damage, 
these units are designed to destroy enemy vehicles. 
Use them for base defense. They're also excellent for 
attacking enemy positions, thanks to their size and 
durability. A group of several AT-STs can target and 
destroy enemy turrets quickly, and make short work 
of many Rebel vehicles. 

Don't overlook the AT-ST's ability to carry a pair of 
stormtroopers. This makes it even more useful for 
attacking: it can fend off Rebel resistance, and the 
stormtroopers inside can take over enemy structures. 


Use AT-STS IN BIG GROUPS. THEYRE CHEAP 
CONSIDERING THEIR OESTRUCTIVE POTENTIAL 
ANO MOOERATE VERSATILITY. THEY CAN EVEN 
STOMP INEANTRY. PUTTING TROOPERS INTO A 
LARGE GROUP OF AT-STS CAN BE A PAIN. BUT 
PUTTING THEM INTO ONLY EVERY SECOND OR 


ma _ mom ed 


Fig. 1-5. Larger and more durable than AT-PTs, AT- 
STs are among the Empire’s most versatile units. 
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No other single Imperial unit is as effective as this 
one at destroying enemy aircraft. Although fragile 
and vulinerable to both ground- and air-based ene- 
mies, the AT-AA can blast through Rebel Y-wings and 
airspeeders. 

Although the AT-AA is extremely powerful, it's 
plagued by significant weaknesses. First, it can't 
retaliate against ground-based enemies. Second, its 
armor is feeble, and so it's easy to destroy. Use these 
units in groups so each can guard the others against 
aerial attack. Always accompany your AT-AAs with 
other ground-based units for protection. 

Although your AT-AAs will serve to protect your 
base from aerial attacks, you'll find them most useful 
for defending your attack groups—especially vulner- 
able AT-ATs—from Rebel aircraft. 


TESTER’S TIP 


THE AT-AA IS CHEAP. BUT IT CAN OO ONLY 
ONE THING. NOT TO WORRY THOUGH——-THE ONE 
STRENGTH IS ENOGUGH. USE THEM IN GROUPS. 


Fig. 1-6. The AT-AA is ed but waa. stops 
Rebel aircraft more effectively. 
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Fig. 1-7. The hulking AT-AT walker is the galaxy's 
largest military unit. It dwarfs everything on the 
battlefield, including buildings. 


@ 
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The Imperial AT-AT walker is the behemoth of the battle- 
field. With its top-of-the-line armor, the AT-AT is an army 
of one, capable of ripping through Rebel bases on its own. 
It can devastate armored targets, stomp infantry units, 
and it's more than twice as durable as anything on the 
battlefield short of a building. 

Even more impressive is the AT-ATs ability to concen- 
trate a vast amount of chin-gun fire on a single location. 

À single blast can destroy an otherwise undamaged turret 
and obliterate any unit but another AT-AT. And thís unit 
can safely transport up to six stormtroopers. 

The AT-AT's only weakness is its inability to counter 
Rebel aircraft, particularly Rebel airspeeders, which can 
entangle its legs in tow cables. Always support your 
AT-ATs with stormtroopers or AT-AAs to prevent this. 


TESTER’ S TIP 


EXPENSIVE, BUT WORTH IT. CHIN BUN. GAMES 
MOST OURAHLE TROOP CARRIER. CHIN GUN. 
SEVENTY-FIVE POINTS OF ANTIARMOR OAMAGE 
PER REGULAR SHOT. STOMPING INFANTRY WAS 
NEVER THIS MUCH FUN. (Da 1 SAY SCHIN GUNT PJ 
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In many ways, lmperial mobile artillery units are 
the exact opposite of AT-AAs, but with similar vul- 
nerabilities and strengths. 

Deployed mobile artillery can hammer enemy 
positions and units. Although relatively effective 
against infantry, mobile artillery platforms aren't 
that powerful against armored vehicles. 

Undeployed mobile artillery is fast and agile. 
Only the speeder bike can exceed its ground speed. 
Thus, it can move into position, hit quickly, and dis- 
REMEMBER THAT appear before Rebel units can retaliate. 
pmen ee On the downside, mobile artillery is vulnerable to 


DAMAGE ALL UNITS 
NEAR THE TARGETS. air attack and it's relatively fragile. Use it in concert 


INCLUDING YOUR ' . 
DOWN. IN CLOSE COM- with other units to support your main attacks. It 


BAT. MOBILE ARTILLERY . ° 
B na AANEERTSSME vou Asti affords decent protection for your own base, partic- 


IS TO THE REBELS. ularly against Rebel infantry. 


TESIER’”"S IIP 


(GAREAT BUNKER AND BASE COVERAGE. MOoaBit E 
ARTILLERY PACKS A TORPEDO LAUNCHER!S 
RANGE ANO POWER AT HALF THE PRICE. 


Fig. 1-8. Mobile artillery units are small and vul- 
nerable, but with a spotter they can wipe out 
enemy units quickly. 
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Heavy Artillery Platform 


For hitting hard from a distance, few things can 
match the heavy artillery platform for overall 
power. With a spotter, these units can attack from 
as far as halfway across the map. Far more power- 
ful than the smaller mobile artillery piece, heavy 
artillery platforms also are twice as durable. 

These powerful units are perfect for base 
defense, and their range allows them to stay 
well back from any conflict. They're excellent for 
annihilating Rebel bases because, like mobile 
artillery, they enjoy a large damage bonus for 
hitting enemy structures. 

Heavy artillery pieces are as vulnerable as their 
smaller cousins,‚ without the speed to elude pur- 
suers. Escort these units to keep them safe. 


TESTER" IIP 


Buit DING KILLER. SPDT THE TURRET. KILL THE 
TIJRRET. SAME RANGE AS THE ATTACK TANK 
MISSILE. NDT BAD AGAINST INFANTRY. DUT 
HELL ON BUNKERS. 


maj 300 UT Cr ee Contears) PIE 51 


greater 


Fig. 1-9. The heavy artillery platform has 
range and power than mobile artillery does. 
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TIE fighters are cheap and effective. These units 
can cover territory and skim over unexplored ter- 
rain quickly. They can concentrate a lot of fire in a 
very small area, and are agile enough to avoid 
heavy flak. 

The TIE fighter's biggest drawback is its fragility. 
Although it can avoid some damage, it suffers when 
hit. The TIE fighter quickly puts down Rebel attacks 
vulnerable to aerial assault. Keep it away from 
Rebel hover tanks, however. 


THe TIE EIGHTER IS BETTER AT OOGEIGHTING 
THAN THE AIRSPEEOER IS. AT JUST OVER HALF 
THE COST. ÀANO EVEN THOUGH ON PAPER IT 
SEEMS FRAGILE, IT'S NOT THAT EASY TO KILL. 
THe TIE HGHTER IS AGILE ENOUGH TO STAY 
OUT OF FLAK RANGE. ÂÀ SKILLEO PLAYER CAN 
PERFORM HIT-ANO-RUN ATTACKS THAT WEAVE IN 
ANO OUT OF ANTIAIRCRAFT EIRE. 
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TIE Bomber 


The TIE bomber is slow and vulnerable to flak and 
enemy aircraft. On its own, it can survive barely 
long enough to drop a single payload. When used in 
conjunction with TIE fighters and ground support, 
however, the TIE bomber is remarkably effective at 
sowing destruction. Each can carry 36 bombs— 
enough to destroy several Rebel turrets and sur- 
rounding units. 

Protect these units and keep them far from anti- 
aircraft batteries and hover tanks, or you can 
expect to replace them frequently. 


ITESIER’"S IIP 


THIS UNITS EFFICIENCY PALES IN COMPARISON 
TO THE Y-WING'S. BUT IT CAN STILL BOMH 
STUFF REALLY WELL. 


$ 
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Fig. 1-11. Few units can match the mass destruc- 
tion TIE bombers unleash on their targets. 
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Far more than a glorified troop carrier, the Tydirium 
ferry shuttle offers a number of benefits in addition 
to its basic function. 

First, as an aerial unit, this vehicle is immune to 
much of the Rebel fire a troop carrier might draw. 
Second, because it flies it can disregard difficult or 
impassable terrain. With care, you can even use 
ferry shuttles to transport groups of stormtroopers 
behind enemy lines for sneak attacks. 

Its size renders this unit vulnerable to flak and 
other antiaircraft attacks, however, and it has no 
attack of its own. But if you know where the 
bunkers are, the ferry shuttle can get your troops 
there immediately. 


IESIER’”"S TIP 


THE BUNKERS ARE YOURS—AT LEAST UNTIL 
THE HOOVER TRANSPORT FULL OF INFILTRATORS 
SHOWS UP. BUY ONE OF THESE IN THE EARLY 
BHAME, TAKE ALi THE BINKERS, AND THEN 
ROLL OVER EVERYTHING IN THE MIOOLE GAME. 


Fio. 1-12. Need to move stbrmtraafer quickly 
over difficult terrain? The ferry shuttle will get 
them into position in a a hurry. 
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Support and Supply li 
Probe Droid 


No single unit of the Empire or Rebel Alliance is as vulnerable 
as the simple probe droid, or probot. A single shot from 

any unit will destroy it, but the probe droid is capable 

of attacking. 

The probot has a significant value, though. No other unit 
matches its sight range, and it can extend this even farther 
temporarily. The probe droid is invaluable as a spotter for 
Imperial artillery. 

Use probe droids as scouts, but bear in mind you'll replace 
them often. 


TESTIER’”"S TIP 


THE EMPIRE HAS A LOT GOING FOR IT. 
ARTILLERY-WISE, ANO THE PROBOT SWEETENS 
THE OEAL. THEY CAN SEE FARTHER THAN ANY 
UNIT IN THE GAME, SO USE THEM FDR SAFE 
AND EASY SPOTTING. 


wer pr hed d 


enemy will destroy 


Fig. 1-13. A single hit from any | 
a probot, but it can sneak behind enemy lines to 
give you a view of their position. 
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Imperial tech designers recently developed the 
TR-MB (tracked mobile base), which affords the 
commander a certain degree of safety on the bat- 
tlefield with the same kind of interface and con- 
trol the BHCI provides. 

Effectively a Command Center, the TR-MB 
offers the benefit of mobility. It can order rein- 
forcements, as a Command Center does, but it 
can move away from Rebel attacks. 

The TR-MB has no effective attack, and is thus 
vulnerable to Rebel ground or air attack. Protect 
it well. 


TESIER’”"S TIP 


er AT 1.000 POINTS. THE TR-MB IS NO CASU- 
AL INVESTMENT. [F YOU PLAN TO ASSAULT A 
BASE OR HOLD A LOCATION. HOWEVER. THIS 
UNIT CAN MAKE THE JOB MUCH EASIER. 
ELIMINATING REINFORCEMENT TRAVEL TIME IS 
A TREMENOOUS BENEFIT. KEEP YOUR REIN= 
FORCEMENT TRANSPORTS OUT OF HARM S 


WAY. ANO OON'T FORGET TO KEEP TROOPS 
INSIOE FOR THAT LAST LINE OF OEFENSE. A 
TR-MB ALSO CAN BE USEFUL SHOULO YOU 


LOSE YOUR HASE. 


Fig. 1-14. The TR-MB takes the Arn of a tradi- 
tional Command Center. 
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TR-SD 


The TR-SD (tracked shield disabler) is useless on 
its own, but offers potentially critical support for 
Imperial forces. 

This unit can negate Rebel units’ protective 
shielding to allow your offensive units to destroy 
them that much faster. The TR-SD's powerful ion 
cannons work like the stormtroopers’ stun setting 
to disable enemy vehicles and allow your other 
units to destroy them without fear of return fire. 

You'll never use the TR-SD on its own, and 
never in significant numbers. But, as a support 
unit for a large force, or as extra protection for 
your base, the TR-SD will help you defeat the 
Rebels far more quickly. 


THIS UNDEROOG'S PRIMARY ATTACK ODES 
1.000 POINTS DF DAMAGE——-TO SHIEL OS 
ONLY. THE ION CANNON IS NICE, DUT 390 
COMMAND POINTS IS A LOT TO PAY. A SINGLE 
TR-S[. HOWEVER, PROVIDES A USERFUI 
ESCORT TO A GROUP Of AT-STs. Wir S(0O0 
HEALTH. IT MAKES A NICE INFANTRY CRUSHER. 
AND ITS ION CANNON CAN MAKE A BIG DIFFER- 


ENCE IF IT CAN TAKE DUT THE BIGGEST GUN 
(DR ONLY ANTIAIR UNIT) IN THE HIGHT. 
AGAINST THE REBELS. ITS UNOUES TONAR 


WORTHWHILE IN SMALL NUMDERS. 


a meid 


| Fig. 1-15. The TR-SD can eliminate the shields 
protecting Rebel units, allowing your other vehi- 
cles to destroy them quickly. 
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At first glance, the troop carrier appears to offer too little 
bang for its price. It's small, with a relatively ineffective 
antivehicle gun mounted on it. Troop carriers are excel- 
lent for quick, efficient transport of Imperial troops, how- 
ever. Despite its size, the troop carrier offers the same 
carrying capacity as the massive AT-AT or ferry shuttle. 

The troop carrier is far more agile than the AT-AT. And, 
because it's ground-based, you needn't worry about evad- 
ing flak or needing to land like you do with a ferry shut- 
tle. Troop carriers can transport stormtroopers from 
place to place in the midst of battle and take care of 
themselves. These units are critical for taking over Rebel 
structures, particularly turrets. 

Don't place too much faith in your troop carriers, 
though. They'll succumb quickly under even a moderate 
Rebel assault. Never make them the lead vehicles in any 
attack. Use them simply to get your stormtroopers to 
critical locations quickly and safely. 


TESIER’”"S TIP 


WVITH THE SPEEDO UPGRADE, THIS UNIT 15 SUB- 
STANTIALLY BETTER AT DELIVERING TROOPS 
UNDER FIRE THAN ANY OTHER IMPERIAL 
TRANSPORT IS. 


Fig. 1-16. Troop carriers can quickly transport a 
squad of ha ed to critical locations. 
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Imperial Structures 


Lore Structures 


Command Center 


Your Command 
Center is the heart, 
mind, and soul of 
your base. Without it, 
your base doesn’t | 
truly exist. 
Everything starts and 
ends with your | 
Command Center, and keeping it safe and in 
good working operation should be at the center 
of any mission you undertake. 

You must possess a Command Center before 
you can order other base structures or call 
down reinforcements. The Command Center has hank er IE id Ae 
no defenses of its own, and relies on other Fig. 1-17. The Command Center is the heart 
Imperial structures and units for protection from KORE RMR LE LC 
Rebel attacks. You can station up to six extremely limited. 
stormtroopers inside the Command Center to 
defend it against Rebel takeovers. 


EL 
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Auxiliary Control 


À critical base struc- 
ture, lmperial 
Auxiliary Control is 
necessary to run sev- 
eral other buildings, 
including hospitals 
and repair bays. 
More important, 
Auxiliary Control allows you to improve overall 
speed, durability, and fire rate for a number 
of units. . ie ais 
This lmperial structure is one of three that Fig. 1-18. Auxiliary Control allows you to improve 
require no specific site for positioning. Instead, BAMA R LEE U G also controls several 
this building attaches itself to your Command of your important buildings. 
Center automatically. 
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You'll need an Air 
Control structure if 
you wish to use any 
TIE craft on a mis- 
sion. This structure 
monitors these craft 
as they fly to ensure 
they don't collide 
with each other. Fixed artillery platforms, 
because of their tremendous range, require an 
Air Control structure, as well. 

Like Auxiliary Control, Air Control affixes itself en aen Ma Em nn } 


Mp Beommand Center autom Fig. 1-19. If you wish to attack from the air, you 


requires no specific landing site. | must have this structure attached to your 
Command Center. 


Landing Platform 


> Primarily, landing 
platforms serve as 
landing places for TIE 
fighters and TIE 
bombers. These craft 
return there for safe- 
keeping between mis- 
sions. You can order 
and control them via this structure, as well. 

The landing platform also functions as a TIE 
aircraft repair station. This happens automati- | | 
cally as fighters and bombers return from their pr 8 rn 


missions. It also reloads the TIE bombers. t) Bemz 
The landing platform is Force Commander'’s IE tik en” 
largest building, and thus it can be hard to Fig. 1-20. Your TIE fighters and bombers 


lace. You'll need a 1 launch from your landing platform. It will 
0 Arn OD he also repair both TIE craft and reload your TIE 


bombers with ordnance. 


Lr met CRT GAG 
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Repair Bay he 
Damaged units are a rn | S 
liability, but a repair 
bay can alleviate this 
problem. Position 
this small, square 
structure anywhere 
near your base. Move 
a unit into its center 
to start the repair process. This process costs 
Command Points, so keep a supply available to 
repair your units. Normally, the repair process 
continues until a unit is fully repaired, but you 
can release a unit early in an emergency. 

It's wise to keep this structure toward the rear — pn eneen 
of your base, far from enemy action: the repair At AME RELENEN REUEN A ORT 
bay and its ASP-7 droid are vulnerable to enemy Ki Re 0 UE RGH ELLEN D 
fire. 


Hospital 


The hospital func- 
tions like a repair bay 
for stormtroopers. 
Any trooper who 
enters it returns to 
full health automati- 
cally. It can heal up to 
four units at a time. 

The ability to heal infantry is particularly 
valuable for the Rebels, which makes the hospi- 
tal a prime candidate for Rebel capture. 
Garrison it well. 


á hd n en 


Fig. 1-22. Restore the health of even the most 
badly wounded stormtrooper in the hospital. 


THE HOSPITAL HEALS ANY INFANTRY YOU SENO ee 
INTO IT. THIS IS FINE FOR SINGLE-PLAYER ANO . 
SKIRMISH GAMES. WHERE YOU HAVE TIME FOR 

THAT LEVEL OF MICROMANAGEMENT. BUT IN ie 
MULTIPLAYER. IT'S TOO TIME-CONSUMING. re, 
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Base Defense 


Auto-turret Generator 


The final structure 
that attaches itself to 
your Command 
Center automatically 
is the auto-turret 
generator. This struc- 
ture provides the raw 
energy your turrets 
need to operate. 
Imperial engineering has modified this struc- 
ture to allow it to operate Imperial turrets with- 
out a stormtrooper presence within the turret 
itself. Although this renders turrets vulnerable 
to capture, it allows you to keep your vam wars men mar cen vene aen vre ann 
stormtroopers on the battlefield without taking Fig. 1-23. You can't position turrets around sli 
the turret out of the fray. hase without this structure. 

If the auto-turret generator is destroyed, all 
| unstaffed Imperial turrets cease operation. 


Anti-infantry Turret 


À relatively small unit, the anti- 
infantry turret does exactly 
what its name suggests: it kills 
enemy infantry. Designed 
specifically for this purpose, 
the anti-infantry turret can 
mow through Rebel troops 
quickly and efficiently. It's also 
marginally useful against vehi- 
cles, attacking armored opponents about as 
effectively as a stormtrooper does. 

Naturally, these are designed specifically for 
base defense. A group of anti-infantry turrets 
can fend off even the largest assault of Rebel 


Fig. 1-24. Designed to eliminate enemy 
infantry. You may garrison each with up to two BIERUT EN EN ENE EL 
stormtroopers, but they'll operate automatically ground- -based vehicles. 


with a nearby auto-turret generator. 
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Antivehicle Turret 


Similar in many ways 
to the anti-infantry 
turret, the antivehicle 
turret is equipped 
with much heavier 
weaponry. This turret 
is geared to blasting 
through the shielding 
and heavy armor of Rebel vehicles. Although it's 
not as accurate against individual infantry units, 
when it does score a hit against a trooper, it 
does tremendous damage. 

This turret will work without a stormtrooper 
garrison, but it's vulnerable to capture by , nrg ae ep en 
Rebel infantry. Try to keep the maximum num- Fig. 1- 25. Blast through enemy armored units 
ber of stormtroopers inside this turret to fend with this powerful turret. 
off invaders. 


Antiaircraft Turret 


Designed specifically 
to deal with incoming 
enemy aircraft, the 
antiaircraft turret is 
useless against all 
ground forces. Far 
more durable than 
ÄT-AAs, the antiair- 
craft turret is the most effective, powerful, and 
durable means of protecting your base from 
enemy air attack. 

Like antivehicle turrets, antiaircraft turrets are 
easy prey for invading Rebel infantry. When you 
can, keep a pair of stormtroopers in this struc- | nl 
ture to fight off Rebels. Fig. 1-26. Antiaircraft turrets are far more 
durable than AT-AA units, and not much more 
expensive to purchase. 
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Fixed Artillery Turret 


Unlike the other 
Imperial turrets, you 
don't have to have an 
auto-turret generator 
before you order the 
fixed artillery turret. 
Because of the vast 
range of its projec- 
tiles, it's controlled by the Air Control structure. NL 
Fixed artillery can rain destruction on enemy Lamm 
units from up to half a map away. Although it 
doesn't do tremendous damage, its ability to hit 
from so far allows it to rack up numerous kills 
through simple attrition. Those it doesn't kill, it 
weakens sufficiently for your other forces to 


Fig. 1-27. The fixed artillery turret hits afie 


eliminate quickly. hard, and can do damage at a great range. 
Fixed artillery is useful against incoming 


enemy units; a single hit can wipe out crowds of infantry. It's much less effective at close range, 
though, so any Rebel force can take it easily. Try to keep it garrisoned. Also, keep this turret 
near the rear of your base, out of the main line of fire. lts effective range will allow you to do 
tremendous damage to approaching enemies—who will be hard-pressed to reach it without 
being destroyed. 


WVEARPONS OF FEAR: ANYONE IN THE SAME 
QUADRANT OF THE MAP AS YOUR FIXEOD 
ARTILLERY WILL BE SUBJECT TO A RAIN DF 


PRETTY RED LENS FLARE AND SOME DAMAGE. 
THE DAMAGE ISN'T SOD MUCH (THE SAME AS 
MOBILE ARTILLERY. ACTUALLY). BUT IT ADDS 
UP. AND IT'S DEMDRALIZING. SUPREME 
BUNKER COVERAGE. 
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bel Units 
Infantry 
Trooper 


He may not be the toughest unit in the field, but the basic Rebel 
trooper is still your best infantry unit in the face of an Imperial 
stormtrooper rush_—better even than the flashier heavy troopers 
and infiltrators. His stun setting quickly freezes enemy troops, 
and his blaster fire is accurate enough to nick aircraft. Best of 
all, he makes a nice, inexpensive garrison troop for your build- 
ings and turrets. 

When Command Points are at a premium and you need to 
defend, capture, or recapture an important structure, a squad of 
Rebel troopers is a good buy. And keep in mind that a platoon of 
troopers can fare surprisingly well against armored units; con- 
centrated blaster fire is a beautiful thing. 


mn. cd pn 


Fig. 2-1. Penny for penny, the Rebel trooper is a 
good buy. 
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Heavy Trooper 


The first time you see a squad of Rebel heavy 
troopers mow down an [mperial armored column, 
your respect grows large. The heavy trooper'’s sec- 
ondary attack—the grenade launcher—packs a 
powerful punch. But to use him most effectively, 
you must group him with other heavy troopers, and 
then master the sequence that cycles quickly 
through them, priming and firing each unit’s sec- 
ondary attack. 


TESIER’”"S TIP 


A HEAVY TROOPER DEALS THE SAME OAMAGE 
AS AN AT-ST PER SHOT. WITH ABOUT HALF 
THE RANGE. À TRANSPORT FULL OF THESE 
GUYS CAN TAKE OUT AT LEAST TWICE THEIR 
COMMANO POINT VALUE IN IMPERIAL 
ARMOR—-AS LONG AS THERE'S NO ENEMY 
ARTILLERY COVER. 


_R- 
Î Fig. 2-2. Heavy troopers can launch grenades that 
decimate Imperial armored columns. 
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infaltrator 


In several Rebel missions, you can't win unless your infiltrators capture walk- 
ers. But the fact remains—infiltrators are the ultimate in-fighting machines. 
They have all the anti-infantry prowess of the standard Rebel trooper, but 
they're tougher, with 50 percent more hit points. 


YOU MAY OIG THIS UNITS ABILITY TO TAKE OVER 
AT-STs AND AT-ATS. BUT THAT'S REALLY 
JUST A PLEASANT SIOE BENEFIT TO BUYING THE 
GAMES MOST POWERFUL INTRABUILDING HIGHT- 
ER. IN AN EQUAL-NUMBERS BATILE TO CAPTURE 
OR OEFENO A STRUCTURE. INFILTRATORS LOSE 
ONLY TO INFILTRATORS WITH MORE EXPERIENCE. 
IF YOU REALLY WANT THAT BUNKER, FOUR 
INFILTRATORS WITH EXPERIENCE RATINGS OF UI 
WON T FAIL. 


Fig. 2-3. Infiltrators can capture enemy AT-ST or 
AT-AT units, and rock inside buildings. 


Swoop 


Yeah, it looks cool. And it's fast. And with a 
speed upgrade, it really zips around. So it makes 
a good scout unit. But 
unlike the Imperial 
speeder bike, it holds 
only one trooper. It's 
fragile, too—one good 
hit turns it into 

a bucket of thrust actuators. If you have 

swoops lying around and you really need to 
hustle—maybe run a few infiltrators to a distant 
turret or bunker you just lost to the enemy— 
these are fast and fun. Otherwise, you're proba- 


bly better off using the slower but far tougher à ‚ 
hover transport. Fig. 2-4. Swoops make nice scouts and offer 
speedy transportation to trouble spots. 
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Armor and Artillery 


Mabile Proton Torpedo Launcher 


À peerless anti-infantry unit, this “mobile parabolic 
projectile platform” fares well against armored 
units, too. True, the vehicle is big and slow and 
only moderately tough for its size. But short of an 
anti-infantry turret (which goes nowhere), this vehi- 
cle is what you want guarding important structures 
against infantry rushes. 

Careful, though—it has a minimum range: if 
enemy infantry gets in really close, the launcher is 
almost defenseless. If this happens, drop a few 
mines as you run away. And speaking of mines, lay 
them anywhere you know the enemy must come. A 
l2-pack dropped in the right place by a pair of 
mobile launchers can easily cripple an enemy 
attack wave. 


THIS UNIT IS YOUR BUNKER'S BEST FRIENO-— 
EXCEPT THAT IT TENOS TO SCUFF IT UP A BIT. 
TORPEOO LAUNCHERS KILL INFANTRY REALLY. 
REALLY WELL. ARTILLERY. IN GENERAL. IS GOO0O0 
AT THIS. STATION ONE LAUNCHER WHERE IT CAN 
FIRE ON A BUNKER OR TWO. ANO KitL (OR AT 
LEAST SOFTEN UP) ANY ENEMY INFANTRY THAT 
TRIES TO TAKE THEM. ÀANO OON T FORGET 
ABOUT THE MINES. EVERYBOOY FORGETS ABOUT 
THE MINES. BUT THEY OO IOO POINTS OF DAM- 
AGE APIECE. 


8 Fig. 2-5. The mobile proton torpedo launcher lays 
waste to columns of enemy infantry. 
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With 300 armor points beneath Rebel shields of 100, hover 
transports can take a fair amount of damage and survive. 
Add a shield upgrade (+25) and higher experience (+3 for 
each level), and your ungainly-looking hover transport can 
suddenly sport a shield rating of 84. 

In some missions, we recommend you array the trans- 
ports in front of more important troops, or even rush them 
at enemy positions to draw away fire. Their front-mounted 
anti-armor blasters actually inflict damage. 

But, again, this is a transport, first and foremost. Its hard 
shell protects soft troopers. Basic usage: Run a squad of 
infiltrators up to something big and scary like a turret or 
an ÀT-AT. Take a lot of hits while they unload. Take a lot of 
hits while they infiltrate the big, scary thing. Take a lot of 
hits reloading the leftovers. Run them back to safety and 
hope a repair droid is nearby. 


TESTER’”S TIP 


REALLY EFFICIENT FOR THE PRICE. (GETS THE 
TROOPS WHERE THEY NEEO TO GO. ANO CAN 
TAKE OUT AN AT-PT OR TWO ON THE WAY. IT'S 
EASY TO LAUGH AT ATTEMPTS TO USE THE 
HOVER TRANSPORT AS A FRONT-LINE ARMOR 
UNIT. BUT IT CAN OO THE HIT-ANO-RUN JOB 
ALMOST AS WELL AS THE HOVER TANK. AND A 
HOVER TANK CAN'T OROP SUICIOE SUUAOS Of 
HEAVY TROOPERS BEFORE BUGGING OUT. 
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Attack Tank 


Fig. 2-7. Attack tanks can fire killer salvos of pro- 
ton missiles at distant targets. 


This may be our favorite Rebel unit. In the “Redemption 
at Abridon” mission, for example, it's just so much fun to 
sit behind the mountain and pound that annoying 
Imperial airfield on the other side. Really, there's some- 
thing quite satisfying about killing bad guys who can't 
see you. 

As with the heavy trooper, the key is to master the sec- 
ondary attack sequence for groups. When your scanner- 
jammer scans a hole of vision in the battlefield, it doesn't 
last long. So you must cycle quickly through your attack 
tank group if you want to launch everybody's proton mis- 
sile before the spot fades. 

Here's the sequence again: 


B Select your attack tank group. 

B Press (T)to prime the leader’s proton missile. 

B Right-click on the target to fire the missile. 

B Press (F) to cycle the next unit into the group 
leader slot. 

B Repeat the sequence. 


TESIER’”"S IIP 


ABUSE THAT PROTON MISSILE CAPABILITY! HT 
HAS A RANGE OF 500 (ABOUT ONE-OQUARTER 
OF THE MAP]. SO SPOT TARGETS WITH A BIKE 
OR SCANNER- JAMMER ANO OLAST ANYTHING 
THAT LOOKS LIKE IT ECOULO USE A GO00 120) 
POINTS OF OAMAGE UPSIOE THE HEAD. PICKING 
OFF WEAKER UNITS IS A 6000 WAY TO GAIN 
COMMANO POINTS. ANO ELIMINATING ANTIAIR 
UNITS IS A GOO0 WAY TO SET UP YOUR MIGHTY 
Y-WINGS| AS IF IT WEREN!T OUFF ENOUGH. THE 
MISSILE OOES TRIPLE OAMAGE AGAINST BUIL O- 
INGS. JUST LIKE ARTILLERY OOES. 
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No, the hover tank is not an antiarmor vehicle. Its 
primary use—its central, vital function—is as a 
mobile antiair unit. A Rebel strike force must 
include a hover tank escort if TIE fighters are part 
of the enemy’s arsenal. Otherwise, your other units 
are pathetically vulnerable. 


TESTER’”"S TIP 


HOOVER TANKS WERE NEVER MEANT TO FIGHT 
AGAINST ARMOR. ATTACK TANKS ANO 
AT-ST/ATS TEAR THEM APART. HOWEVER. 
THIS DOESN'T MAKE THEM USELESS IN A 
GROUND WAR. ESPECIALLY WITH SPEED AND 
SHIELD UPGRADES. GROUPS OF HOVER TANKS 
CAN DART IN. SPOT FOR ATTACK TANKS. GET 
OFF THE FEW SHOUTS NECESSARY BEYOND WHAT 
DAMAGE THE MISSILES OO. AND THEN HIGHTAIL 
IT TO SAFETY. THEY KILL AIR UNITS PRETTY 
WELL. TOO. BUT TANEGLING WITH TIE FIGHTERS 
CALLS FOR THE SPEED UPGRADE (AND A LOT 
DE MICROMANABEMENT TO KEEP THE TIES IN 
RANGE). A FULLY EXPERIENCED. SPEED- 
UPGRACED HOOVER TANK CAN ACTUALLY CHASE 
DOWN A TIE HEGHTER OVER OPEN TERRAINI 


"5 


Fig. 2-8. Hover tanks are the Rebellion’s only 
mobile antiair units. 
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Airspeeder 
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Airspeeders may not be particularly good air-to-air 
fighters, but their secondary ability, the tow cable, 
can bring an AT-AT to its knees. In a pitched battle 
against superior lmperial ground forces, airspeed- 
ers can earn their keep. 


TESTER” TIP 


ALTHOUGH NEARLY TWICE THE COST OF TIE 
FIGHTERS., AIRSPEEDERS CAN'T BEAT TIES ONE 
ON ONE. THEY OFFER A USEFUL COUNTER TO 
THE Y-WING. HOWEVER. IF YOURE PLAYING A 
REBEL -VERSUS-REBEL MULTIPLAYER GAME. 
ANO THEY RE SOMEWHAT BETTER (WITH MICRGO- 
MANAGEMENT) AT KILLING HOVER TANKS THAN 
Y-WINGS ARE. BT THEN. THAT'S WHAT 
ATTACK TANKS ARE FOR. 


Fig. 2-13. The airspeeder is a less-than-average 
dogfighter, but with its tow cable, it shines against 


AT- 


AT assaults. 
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This is our other favorite Rebel unit. If you can engineer 
situations where you have total (or even partial) air 
superiority, your Y-wings are truly fearsome weapons. À 
wing of six or more can take out an enemy turret in a 
couple of passes; mobile AT units might as well roll over 
and die right then. 

Two general tips: First, avoid enemy antiaircraft tur- 
rets. You can bomb them to death, but you'll lose a lot 
of good flyers in the process. Better to steer clear until 
you knock out the turret with, say, proton missiles from 
your attack tanks. When you know an antiaircraft turret 
is nearby, put your Y-wing group in Passive posture to 
give you complete control over its deployment. Right 
after each bombing pass at a target, quickly set way- 
points well away from the antiaircraft turret. This keeps 
flyers from swinging out too far after their pass and 
exposing themselves to the turret’s deadly ack-ack fire. 

Second, if TIE fighters jump you, run! Get back to 
base or someplace where you have decent antiair cover. 


X MOVE A GROUP OF 
HOVER TANKS TO AN 
EASILY REAEHABLE 
SPOT. WHEN THE 
5 TIES EOME. Fly 
_ JUST BEYOND THE 

5 HOVER TANKS, WHIEH 
Oa A NICE JOB OF KNOEKING 
OOWN IMPERIAL FLYERS. 


TESIER’"S TIP 


THIS IS YOUR PRIMARY REBEL ANTIARMOR 
WEAPON. IT'S AMAZING TO SEE WHAT A SINGLE 
Y-WING EAN OO IF IT EOMES OUT IN THE FIRST 
THREE MINUTES OF A MULTIPLAYER GAME. IF 
YOUR Y-WING SOUAORON MEETS AN EQUAL 
NUMBER OF AT-AAS,. HAVE EACH Y-WING OIS- 
ABLE ONE AT-AA WITH ION CANNON FIRE. ANO 
THEN BOMB THEM ALt INTO SUBMISSION. VVITH 
NO ANTIAIR LEFT. ELEAN HOUSE. 


Ke ei KE Er 


Fig. 2-14. Y-wing bombing raids play an essential 
role in any offensive or defensive scheme. 
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Support 


Medical Droid 


À medical droid gave Luke Skywalker 
a bionic hand after his dad cut off 
the real one. What more can we say? 
OK, this: the best place to deploy 
medical droids is inside large-capaci- 
ty buildings (such as your Command 
Centers) or hover transports. This 
way you can do your healing work in 
batches, rather than micromanage 
by sending medical droids to individ- 
ual troopers. 

Here's how: After a battle, drag-select a bunch 
of frontline troopers, then (Shift)+ left-click on 
healthy ones to drop them from the group. Send 
the remaining wounded troopers into a droid- 
occupied building or transport. The medical 
droid heals each wounded trooper in its building/transport automatically. Keep cycling troopers 
in and out—load in wounded troops, unload healthy ones. 


Repair Droid 


Another underrated 
but priceless unit. 
Always keep one in 
Belligerent posture 
near your base tur- 
rets. It repairs dam- 
age automatically, 
even in the heat of 
battle. Another 
smart move is to order a repair droid to follow 
any AT-AT you've captured. Repairing pilfered 
AT-ATs is a primary concern in some missions. 


But keep an eye on Beans (his nickname); he Fig. 2-10. Repair droids fix damaged turrets 
can't take much damage. and vehicles. 
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If you can afford it, buy two scanner-jammers. It 
takes a lo-o-ong time for each unit’s scan ability to 
recharge all the way back to 950. If you want to 
keep constant pressure on a distant target, use two 
scanner-jammers in tandem, ordering one to spot 
while the other recharges. An added benefit is that 
the recharging unit provides the circular jamming 
field around the scanning unit. 


ITESIER’”"S TIP 


BOTH Of THIS NONCOMBATANT'S ABILITIES ARE 
USEFUIL. BY JUST SITTING THERE. IT GENER- 
ATES A CIRCULAR FIELD THAT PREVENTS UNITS 
FROM BEING SEEN FROM ANY FARTHER THAN 
AN INFANTRY UNITS VISION RANGE. IN OTHER 
WOROS. YOU CAN SEE THEM BEFORE THEY SEE 
YOU. THE SPOT SCAN IS THE ATTACK TANKS 
BEST FRIEND. (T HAS UNLIMITED RANGE. 

NOTE TWO THINGS. HOWEVER: THE SCAN 
ABILITY WORKS ONLY WHEN THE SCANNER- 
JAMMER IS ALONE (OR WITH OTHER SCANNER- 
JAMMERS]. ALSO. BE AWARE THAT USING THE 
SPOT SCAN RENOERS THE SCANNER- JAMMER 
BRIEFLY VISIBLE TO OPPONENTS. 


GE — 


| Fig. 2-11. The scanner-jammer can spot enemy 


positions anywhere on the map. 
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TR-MB 


Your tracked mobile base is a gift from the Empire, 
thanks to Brenn Tantor. In early Rebel missions, it's 
Brenn's home and your Command Center, capable 
of calling down reinforcements and directing opera- 
tions. Yes, it has those big 350-point shields, plus 
1,000 points of armor. But a primary objective in 
several missions is simply “The TR-MB must sur- 
vive.” If it dies, Brenn dies. Keep it far from harm. Íf 
that's not possible, guard it fanatically. 
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Fig. 2-12. The TR-MB, available in some 
Rebel missions, is actually a converted 


Imperial prototype. 


TESIER’”"S TIP 


AT 1.000 POINTS. THE TR-MB IS NO CASUAL 
INVESTMENT. IF YOU PLAN TO ASSAULT A BASE. 
HOWEVER. OR HOLO A LOCATION, THE TR-MH 
CAN MAKE THE JOB MUCH EASIER. ELIMINATING 
TRAVEL TIME FOR REINFORCEMENTS IS VERY 
POWERFUL (ESPECIALLY FOR THE REBELS. WHO 
CAN CALL OOWN ONLY TWO ARMOR UNITS AT A 
TIME). HE SURE TO KEEP YOUR REINFORCEMENT 
TRANSPORTS OUT OE HARM S WAY. ANO OON T 
FORGET TO KEEP TROOPS INSIDE FOR THAT LAST 
LINE OE OEFENSE. A TR-MH CAN ALSO BE 
USEFUL IF YOU LOSE YOUR BASE. 
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Cammand Center 


Without a Command 
Center or a TR-MB, 
you can't call down 
reinforcements. This 
is not a good thing. 
Keep your Command 
Centers well gar- 
risoned. We suggest 
a few infiltrators, the best in-building fighters in 
the game, plus one medical droid. This way your 
garrison troops heal automatically after they 
repel each assault. 


Airfield 

Like the Imperial 
landing platform, 
the Rebel airfield 
serves as a repair 
and reload station, 
and acts as the ini- 
tial landing area for 
new Y-wings or 
airspeeders you 
order down from the orbiting Rebel carrier. 
Unlike its Imperial counterpart, however, the air- 
field needs no Air Control structure to conduct 


air operations. You only need a Command Center 
or a TR-MB. 


CAUTI CBINI 


‚ IF YOUR AIRFIELO IS 

À OESTROYEO. YOU 

8 LOSE ANY AIRCRAFT 
PARKEO THERE AT 
THE TIME. AND ANY 


OEPLOVEO FLYING 


UNIT HIGHTAILS IT BACK 
UP TO THE CARRIER. GONE FOR 
GOO00. PROIECT IT WELL. YOUR 
Y-WINGS OFTEN SPELL THE OIF- 
FERENCE IN A CAMPAIGN. 
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Fig. 2-15. The Command Center is the heart 
of your base. Without it, no reinforcements 
are possible. 


Fig. 2-16. The Rebel airfield repairs and reloads 
your Y-wings and airspeeders. 


P 
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Shield Generator 


ALL REBEL TURRETS 


ARE FERRIEO OOWN 
WITH A STANOARO 
TROOPER ALREADY 
INSIDE—A NICE LIT- 
TLE S(-POINT BONUS 


Às the manual points out, this nifty little structure 
emits a powerful energy field that creates or 
enhances shield protection for every nearby Rebel 
unit or structure—including things that normally 
lack shields. The buildup is slow, but ultimately the 
generator doubles the shield protection of shielded 
units, and creates shields equal to half an unshield- 
ed unit's armor points. One of these can make your 
Rebel base a very tough nut to crack. 


THAT MAKES THE TUR- 
RET IMMEDIATELY OPERATIONAL. 
ADD AN INFILTRATOR TO EACH 
TURRETS GARRISON FOR A TRULY 
STOUT DEFENSE AGAINST ENEMY 
TAKEOUVER. ÀLSO NOTE THAT 
REBEL TURRETS MUST BE GAR- 
RISONEO TO OPERATE. 


TESTIER’"S TIP 


THE SHIELO GENERATOR IS REALLY NEAT, GIVING 
SHIELDS TO EVERYTHING AROUND IT. HOWEVER. 
IT'S NOT NECESSARILY 1.000 Ponts WORTH 
OF NEAT. IN MULTIPLAYER GAMES. IF YOU BUY 
IT AT ALL. BUY IT IN THE LATE PHASE, WHEN 
YOU HAVE FIVE OR MORE BUNKERS TO HELP 
OFFSET THE COST. 


Fig. 2-17. A shield generator creates shield 
protection for any Rebel unit or structure 
within range. 
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pn fantry Turret 


The Rebel anti- 
infantry turret is 
essentially a clone of 
its lmperial counter- 
part, although it 
costs 25 more 
Command Points to 
order. It, too, mows 
down infantry with deadly efficiency. A pair of 
Rebel anti-infantry turrets plus a mobile proton 
torpedo launcher makes your base virtually 
impregnable against Imperial stormtrooper rush- 


es. Rebel anti-infantry turrets must be gar- -18. The Rebel anti-infantry turret is operat- 
risoned to operate. Their very function makes a single trooper delivered with the structure. 
them less prone to enemy takeover than other 


types of turrets are. But keep an eye on their 
garrisons anyway. 


Antivehicle Turret 


Any credible base defense starts 
with at least one antivehicle tur- 
ret— again, essentially the same 
as the Imperial version, but 25 
Command Points more expen- 
sive. Rebel antivehicle turret 
guns chew through armor, but 
find it difficult to track multiple 
infantry units. The turret also has a minimum 
range. That is, if enemy soldiers get too close, it 
can't hit them. You'll have to rely on your garri- 
ria son to fend off invaders. 
Pe Keep a repair droid in Belligerent posture run- SASTRE EARN NME 
ee. ning around the base to fix damaged turrets. cornerstone of your base defense. 
„Rebel antivehicle turrets must be garrisoned to 
operate. Check garrison health regularly; if a trooper is wounded, replace the unit with a 
healthy trooper. 
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Antiaircraft Turret 


Like the Imperial 
antiaircraft version, 
this turret is useless 
against ground 
forces. But without 
it, your base is prey 
to TIE attacks. 
Combined with a few 
hover tanks, antiaircraft turrets can keep the 
skies clean overhead. And they're quite durable, 
girded with 1,250 points of armor protection. 
Rebel antiaircraft turrets must be garrisoned to 
operate. Check garrison health regularly; if a Fio. 2-20. Rebel antiaircraft turrets keep the skies 
trooper is wounded, replace the unit with a friendly over your base. 

healthy trooper. TE 


Technaolagy Center 


Your Technology Center offers important upgrades to your unit perform- 
ance. Here's a list of the Rebel upgrades. 


Health Upgrade: Units gain three points of health per experience point. 


Fire Rate: Subtracts one-eighth of a second from the fire rate of every 
applicable unit. Also subtracts an additional one-eighth second for each 
bar of experience. Thus, a fully experienced unit can reduce its firing rate 
by up to half a second. 


Shield SRE: Adds a 25-point bonus to every shielded unit, regardless 
— ‚ of experience. Also adds a 3-point bonus for 
each experience point. Buy it now. 


Speed Upgrade: Provides an appreciable 

| speed bonus to all applicable units, regardless 
gd of experience. Gets even faster with each bar 
q of experience. 


FOR THE REBELS. EVERY UPGRAOE PROVIOES 
A HUGE BENEFIT AS INOIVIOUAL UNITS BET ONE 
MORE PRECIOUS. THE SHIELO UPGRADE, ESPE- 
CIALLY. HAS GLOHAL BENERCIAL EFFECTS. THE 
SPEEDO UPGRADE 15 KEY TO USING HOOVER 
TANKS ANO TRANSPORTS EFFECTIVELY 


Fig. 2-21. The Rebel Technology Center conducts | en 


research to improve Rebel unit performance. 
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ing indiscriminately can benefit your opponent 
jas much as or more than it does you. 
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Earning Command Poin ts 


Command Points are earned three ways—by destroying enemy units and structures, by fulfilling 
mission objectives, and by controlling enemy structures. All are críttealto your successsin Force 
Commander, whether Empire or Rebel Alliance, single-player game or multiplayer. 


Destroying Enemy Uni ts 
and Structures 


The most basic (and fun) way to earn Command 
Points is by destroying enemy units and struc- 
tures. You earn one-half a given unit's or struc- 
ture's cost when you destroy it. For instance, 
the purchase price of a Rebel trooper or 
stormtrooper is 50 Command Points, so destroy- 
ing one earns you 25 Command Points. 

In many missions, this will be your primary 
source of Command Points. Remember, 
though_— your opponent earns Command Points 
for destroying your units, as well. Thus, attack- 


Fig. 3-1. Another enemy destroyed, and more 
Command Points roll in. 


Fulfilling Mission 
Objectives 


Each time you complete a mission objective, 
you gain a number of Command Points. How 
many depends on the mission you're playing, pe 
the objective's difficulty, and whether it's a pri- hesje 
mary or secondary objective. oger 

The number of Command Points you receive 
for completing an objective will vary from a few 
hundred to as many as 5,000. As with those you 
earn for destroying units and structures, you 
receive Command Points once for each objec- 
tive you complete. 


Fia. 3-2. Completing mission objectives generates a | 
lot of Command Points quickly. How much depends 
on the objective’s importance and difficulty. 
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„Points for one very Ì mportant reason: it allows you to gain Command Points continually. A stolen 
Me Enemy structure Rentes Chan Points with each Command Point update (every six sec- 
E __onds; see the following table). 


Command Point Increases 


Structure Command Point Bonus 
Bunker +10 CP/B seconds 

Mining Structure +10 CP/6 seconds 

Enemy Turret +3 CP/B seconds 

Enemy Structure +10 CP/6 seconds 
Ruulian Adobe +5 CP/b seconds 


This positive flow of Command Points is 
critical to gaining the Command Points you 
need to arm your base and attack force. It also 
can offset the drain inherent in maintaining a 
powerful force. 


Fig. 3-3: Imperial forces captured much of this 
Rebel base, thus bringing in Command Points. 


Chapter 3 The Command Point System 


Going Negative 
You can never have more than 60 units and turrets at once. Any purchases of reinforcements or 
turrets after you have a total of 60 will be denied. 

The value of the forces under your command is limited, as well. The normal maximum Îis-a 
value of 6,000 total Command Points for your entire force, including structures. You'll incur a 
penalty for exceeding this number. 

Just as capturing structures adds Command Points to your total every six seconds, exceeding 
a Unit CPS of 6,000 reduces your Command Points every six seconds (see the following table). 


Cammand Paint Reduction 


Total Value of Lammand Point 
Units and Structures Penalty B NOTICE THAT THE 
A COMMANO PON 
enden None te 
COMMANO POINTS 
6,000-7,497 =Ie? CP/6 seconds EVERY SIX SECONOS. 
pn IF Yau CAN CONTRO 
7,500-3,900 -24 CP/6 seconds / Bp 2D POINTS WORTH 
Á : OF STRUCTURES, vO 
3,000-10,433 -36 CP/6 seconds BE onee ore 
UE WORRYNG Aoour 
More than 10,500 -48 (P/6 seconds EB LOSING POINTS. 


Fig. 3-4. Maxed out? 2 Sortyy you can t purchase Fig. 3-5. The Command Point value limit has been 
more units until you joeg some „ol what you exceeded, so those earned Command Points will 
already have. tf slowly dwindle away. 


Pay strict attention to this total, especially when purchasing new units. If you possess no 
bunkers or enemy structures to counteract a Command Point drain, you must consider your pur- mn 
chases carefully. 
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Is-allowing a Command Point drain ever worth 


it? At times, certainly. A 6,000-point force, con- 
EO centrated in one spot, can be plenty powerful. 

ne Butit doesn't allow for protecting your base and 

attacking an enemy position in force, unless 


the enemy 
_ position is 
PF very weak. 
Ean Exceeding the é 
‚ SR k BUYING A STRUC- 
en hb limit is worth- TURE AUOOS TO THE 
|-A while when it Sen | VALUE OF YOUR 
E FORCE IMMEDIATELY. 
5 allows you : Newry PURCHASEO 
/ als \ UNITS OON'T A00 TO 
to complete Á À YOUR FORCE VALUE Î ' 
your mission | UNTIL THEY ARRIVE. Fig. 3-6. If you can't handle the drain on your 
HOWEVER. . . . . 
objectives Command Points, reconsider purchasing units that 


will put you over the limit. 


Fig. 3-7. Sometimes having a more powerful force Fig. 3-8. Purchase reinforcements quickly, before 
than normally allowed is both useful and necessary. | the Command Points drain away. 


There are some tricks to operating effectively with a Command Point drain. First, and most 
important, don t worry about it. Your Command Points will drain away eventually, but you'll get 
opportunities to earn more. Second, use the Command Points you earn as quickly as you can. If 
you need additional units, spend the points before they drain away. Finally, use the units you 
have to capture structures and thus alleviate the drain on your Command Points. 


Ej 
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Spending Command 
Points 


\ YOU CAN'T REPAIR 


5 5 E | YOUR UNITS, YOl 
“You can spend your Command Points on new units and struc- Jl MAY WANT TO SAC- 
: Na RIEICE BAOUY DOAM- 

tures, upgrades, and repairs. 8 EN 
You'll also use them to call down experienced units for your B PRN REASE NEW. 
next mission or garrison them for future missions. In every mis- AK KE A wirHour ExceeEonG 
8 B 3 , : à daa THE COMMAND 
sion but your first three tutorials, you'll spend time in the hangar UE eon veau. 


bay after you receive your mission objectives and before your 
next mission starts. It's there that any Command Points left over 
from your last mission become useful. 
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Fig. 3-9. Use your time in the hangar to send valu- 
able units to the planet surface before your next 
mission starts. 


Fig. 3-10. Garrison troops you can't use on your 
next mission but might want in the future. 


You may send any unit remaining from one mission down to the planet surface for your next 
mission, if you have enough Command Points left over to do so. This allows you to start each 
mission with experienced units. You may fill a single vehicle transport (AT-AT barge or tuna 


boat) and a single infantry transport (Rusty Eagle or landing craft) in the hangar. e= 
You can use additional Command Points to garrison units to use in future missions. This way aal 
you can hang on to experienced units you don't have room for otherwise. al < 
You must keep an eye on your Command Point total to get a head start on each mission. Try ie, 


to finish one mission with enough Command Points left to send down experienced units for the 
next. The easiest way to accrue these Command Points is to garrison enemy bunkers, mining 
structures, and buildings to generate a constant supply. eg 


as) 
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Chapter 4, General Strategy 


Using the 
Camera 


The battlefield camera is a powerful tool. Rather 
than provide a static view of the battlefield, the 
camera allows you to change perspective to see 
from the enemy's viewpoint, directly overhead, 
up close, or far away. Using the camera view 
wisely is critical to success. If you position the 
camera poorly, you'll miss enemy units and have 
trouble selecting your own forces. The following 
guidelines will help you get the most out of 

the camera. 


ram jn ® e mar” CP Pa tonmsar) 971 aât 


| Fig.4-1. The battlefield camera provides a unique 
perspective on the conflict. 


Get Comfortable 


The most critical aspect of the battlefield 
camera is getting used to it. Take time in the ini- 
tial Imperial missions to get a feel for how, and 
how quickly, it moves. Learn to control it using 
both keyboard and mouse, and practice until 
you're proficient with both. Experiment with 
using the camera at different elevations and 
viewing your units from different positions to 
find a point of view you prefer and a height 
you're comfortable with. 

In fact, you should continue to experiment 
with the camera through the first few Imperial 
missions. As things become more and more dif- BAAREN NN 
ficult, you won't have as much time to play 
with the camera as you do in the tutorials. 
Attempt attacks in your first nontutorial 
missions with the camera in different positions. 

Launch attacks with and without the camera 
| attached to your attacking units. 
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Learn to move the camera quickly. You can move the camera across the map instantly by 
clieking on the small overview map in the BHCI display. It's also easy to forget the useful Zoom 
and 180-Degree Turn features. Practice with the camera, even to the point of replaying some 
early missions, until you're completely comfortable with it and can move it quickly and efficient- 
lysin the heat of battle. 


Fig. 4-3. The simple Imperial tutorial missions are Fig. 4-4. This camera height allows you to see just 
perfect for trying out camera options. beyond visual range of the selected units. 


You'll have different preferences, but you should be able to see as far as your units can on the 
main screen. Don't lower your view so close to your units that you can't see a threat that's just 
appeared in their field of vision. On the other hand, pulling back too far makes it difficult to see 
individual units, let alone select them. At times you'll want a broad view of the battlefield. For 
the most part, however, try to keep the camera where you can see SRty beyond your units’ 
range for maximum efficiency (see Figure 44). | 


s Use Dual 
Movement Options 


ze Sometimes you want that camera view to really 
| hop—say, in the midst of an ambush. Other 
times, you want finer control, with the camera 
gliding more slowly and moving in smaller 


Fig. 4-5. During combat, vou” want fn use the 
faster shut rie of the mouse. 
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increments. Force Commander allows you to employ botiToptions at once. From the game's 
Option menu, you can set two scroll speeds, one for mous and one for keyboard. 

For example, leave your mouse at a fast-scrolling speed for qúiek camera movement when you 
need to whip that camera around in the heat of combat. But adjust the keyboard scrolling speed 
“to a slower setting so you can move with more precision over rough terrain or to scout 
approaches and aim at targets (such as turrets) in the viewable distance. 


Building Powerful Forces 


You may be tempted to build up a one-dimen- 
sional force of powerful units. A strong enough 
force (20 AT-ATs, for instance) seems unstop- 
pable, but it is not. Every unit, whether Rebel or 
Imperial, has a weakness the enemy can exploit. 
A force of AT-ATs is terribly vulnerable to air 
attacks, for instance. A huge force of Rebel 
troopers, although inexpensive, can be thwarted 
by just a few well-positioned turrets or AT-PTs. 

Mixed forces are always more powerful. In 
fact, a well-designed force that includes a vari- 
ety of units is stronger than the sum of its parts. 
The weaknesses of one unit or unit type are 


shored up by the presence of other units. And mome mrs  cmwar en 
each unit's strengths can be used to maximum KS ER ERO RN ETL EL 0 
benefit. limited. A smart enemy can stop it easily. 


Even better, a mixed force needn't be that 
complicated. In the foregoing example of the 
huge AT-AT force, eliminating a couple of AT-ATs 
and adding some support units makes it much 
stronger. Consider the following lmperial force: 


MB 2 AT-AT walkers 

B 3 AT-AAs 

B 3 AT-PTs 

B 8 to 12 stormtroopers in the AT-ATs 


This force, although small, can deal with a 
variety of contingencies. Between them, the AT- 
ATs can handle a huge Rebel force or several | 
turrets easily, particularly with intelligent use of pan wers vn 


the chin gun against the most powerful enemy ANNAE LEN ALE EL DE 
units. You'll stomp enemy infantry into the variety of threats. 
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ground with AT-ATs or gun them down with 
AT-PTs. The AT-AAs (and, if things get really 
troublesome, the stormtroopers) will protect 
the entire advancing column from aerial attacks. 
Thestormtroopers in the AT-ATs allow for the 
capture and garrisoning of several buildings, and 
the walkers’ durability allows you to get your 
troops safely to their destination. 


7 More important, the units in this group sup- 
Fn port and defend each other. AT-ATs are terrible 
A8 against infantry unless they can manage to grind 
ij » them underfoot, but AT-PTs can handle even 
> Slad large groups of enemy infantry efficiently. The 


L_ AT-AAs' powerful presence covers the AT-PTs’ 
ra and AT-ATs’ weakness; the walkers, and to a less- 
5 er extent the AT-PTs, protect the AT-AAs from 
ground assault. In large battles, the stormtroop- 
ers can provide even more support for the col- 
umn directly, by firing their own weapons, or 
indirectly, by taking enemy turrets. 

The same mixed-force rule applies to defensive 
situations—more so, in fact. In defending your base, 


Fig. 4-8. Using a variety of units allows each to 
use its strengths to maximum effect. 
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you want to prepare for any contingency. Thus, 
you'll want a wide variety, as well as a good quanti- 
ty, of units. A group of Rebel hover tanks provides 
great protection against infantry assaults and aerial 
attacks, but it won't stand for more than a minute 
against even a couple of AT-STs. 

This doesn't mean you need equal numbers of 
each unit type. You'll want or need a lot of some 
unit types and only one or two of others. Use 


IN GENERAL. REBEL AND IMPERIAL SIDES 
PLAY OIFFERENTLY. EACH SIDE HAS CHARAC- 
TERISTICS THAT LEND THEMSELVES TO A CER- 
TAIN STRATEGIC APPROACH. AS ALWAYS IN 
IMPERIALS BUILD 


THE STAF VVARS UNIVERSE. 
HUGE ARMIES AND REBELS CONDUCT LIGHT- 


NING HIT-AND-RUN ATTACKS TD WIPE DUT 
THDSE ARMIES. HECAUSE THE REBELS HAVE 
MORE PRDBL EMS MAINTAINING LARGE FORCES 
THAN THE IMPERIALS DO. THEY MUST CHODDSE 
THEIR UNITS MORE CAREFULLY. 


common sense when you purchase reinforcements. Don’t concentrate too heavily on one unit 
unless your force (whether attacking or defending) is capable of heading off any threat. 
Consider your units’ secondary attacking abilities. Using their blasters’ stun settings, 


stormtroopers can stem the tide of incoming enemy infantry. A TR-SD can do the same to enemy 


vehicles. It's easy to overlook this in the heat of battle. The Rebel forces’ trooper and Y-wing 
offer comparable abilities. Many Rebel units’ secondary abilities can help turn the tide of battle. 
Take time to consider each unit's secondary ability so you con construct more powerful and 


effective forces. 
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Chapter 4 


Fig. 4-9. A mixed force will protect your Command 
Center and other structures well. 


ITESIER’"S IIP 


IN GENERAL, UPGRADES ARE WELL WORTH THE 
COMMAND POINTS. OON THE IMPERIAi SIDE. THE 
FIRE RATE ANO HEALTH UPGRADES AFFECT 
ALMDST EVERY UNIT. FDR THE REBELS. EVERY 
UPGRADE AFFDRDS A HUGE BENEFIT AS INDIVID- 
VAL UNITS BECOME MORE PREEIDUS. THE 
SHIELO UPGRADE, ESPECIALLY. OFFERS GLDBAL 
BENEFICIAL EFFECTS. THE SPEEDO UPGRADE IS 
THE KEY TO USING HOVER TANKS AND TRANS- 
PORTS EFHECTIVELY. 


Use experienced units and order the upgrades 
as soon as you can. Your units gain a point of Fig. 4-11. Order upgrades as soon as you can 
experience every time they shoot and hit an afford them. 
enemy. A bar on the unit's designation repre- 
sents experience points in increments of 10. 

After you order the health upgrade, every noninfantry unit gains 3 health points for every 
point of experience. In other words, a green AT-PT has 100 health points, while one with a bar of 
experience has 130. Naturally, that can make a significant difference in what a given unit can 
accomplish. More experienced units have significantly faster fire rates and ground speed. 
Experienced Rebel units also have stronger shields after you purchase the shield upgrade. 
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Say you've Ereated a MAS belenced En to defend your base, and the enemy attacks full-on. 
Suddenly you realize ä flood of enemy infantry is attacking one side of your base and you've 

… positioned all your anti-infantry units on the other. Selecting just the anti-infantry units can be a 
challenge in the midst of a firefight. What do you do? At such a time, grouping your units intelli- 
gently will really pay off. 


Grouping by 
Unit Type 


It's easiest to group your units by type, especial- 
ly when you have very large numbers of specific 
units. This gives you a convenient, quick way to 
select a large unit group. You may select an 
entire force of AT-STs or attack tanks from a 
mixed group and send them to a particular loca- 
tion, or command them to target a specific 
enemy structure or unit. 


en 


Fig. 4-12. Group units by Kael to move e them Nei. | 


Grouping 
by Ability 


With a smaller force, consider grouping your 
units by ability. This allows you to select a par- 
ticular group to attack or defend against enemy 
infantry, units, or aircraft. Collect anti-infantry 
units in one group, antivehicle units in another, 
and antiaircraft units in a third. This way you 
can move sets of 
appropriate units 
to trouble spots 
or attack in force 

where you have |{B Gl vou mouw voor | 
an advantage. | SPS Aen 
CLE. AND ANTIAIR- 


CRAFT UNITS TO 
KR ATTACK OR OEFENO. 


Fig. 4-13. When enemy infantry attacks, select all 
your anti-infantry units to repel it more easily. 


Grouping by 
Planned Use 


_ Another legitimate and useful way to group your 
forces is in sets of units collected for a single 
purpose. Grouping an attack force makes it easy 
to move them in concert, for instance. Keeping 
infantry units grouped allows you to move them 
en masse to take over enemy-held structures. 
This is particularly useful when playing as the 
Rebels, given the variety of Rebel infantry types. 

Grouping your units this way allows you to 
separate your attacking units from your defen- 
sive group. And you can use this method to 
select particular units to attack, defend, or cap- 
ture specific targets. 


Capturing 
Buildings 
and Units 


The most basic way to improve your own position 
as you weaken your enemy'’s is to capture struc- 
tures and units. Capturing a structure gives you the 
benefit of possessing that particular structure. 
These benefits are obvious in the case of turrets, 
which begin destroying enemy forces immediately, 
and Command Centers, which enable you to 

call down reinforcements in the heart of the 

enemy base. 


Other structures have uses, too. After capturing an lmperial auto-turret generator, Rebels can 
leave the captured turrets unstaffed and they'll still function properly. Capturing a Rebel shield 
generator affords Imperials the benefits of protective shielding for all units and captured struc- 


tures within the shield generator'’s radius. 
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Fig. 4-14. The attack group, still at the base, is 
ready to move out. 


TESTER’S TIP 


CAPTURE BUILDINGS OFTEN. THEYRE USUALLY 
WORTH THE COMMANO POINTS THEY GENE HATE 
EVERY SIX SECONDS. ANO OFTEN YOU LE OENE - 
FIT FROM THE BUILOINGS' ABILITIES— VERY 
USEFUL WITH TURRETS AND COMMANO 
CENTERS. DEPLOY TROOPS EQUAL TO OR 
GREATER THAN \WHAT YOU EXPECT TO FACE. 
Yot CANT KNOW THIS \VITHOUT SENDING 
SOMEONE IN. SO ALWAYS TRY TO USE ENOUGH 
TROOPS TO FILL THE OUILDING IN AN 
ASSAULT——FOR EXAMPLE. SIX FOR A 
COMMANO CENTER, FOUR FOR AN AUTO-TUR- 
RET GENERATOR OR AIR CONTROL STRUCTURE. 
TWO FOR ANY TURRET OR BUNKER. 
EXPERIENCED TROOPERS OO MORE OAMAGE. 
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Fig. 4-16. Capturing a Rebel shield generator 
gives the Empire all of the benefits of shielding. 


Fig. 4-15. Stealing enemy buildings adds 
Command Points and gives you a foothold in 
enemy territory. 


Capturing structures also provides a Command Point benefit. Every structure you capture— 
every structure you possess that you didn't purchase—contributes to your Command Point total 
at a steady rate. 


Capturing Turrets 


Usually, enemies will have garrisoned their tur- 
rets. This won't always be the case with 
Imperial turrets, but in most conflicts, especially 
in multiplayer games, enemy turrets will house 
at least one unit. Therefore, you can't simply 
walk in and take 
the turret. 

The solution is 


sa SOME SPECIAL CHAR- 


| to send in your N N= 
EN . (| Like SKYWALKER 
Pe best ber For rm AND DARTH VADER. 
the Empire, this NS ARE MORE POWER- 
of h FUL THAN ANY 
means capturing Ie STANOARO UNIT IN 


x INTRABUILOING COM- 


turrets with your 


BAT. THE FOLLOWING 
most experienced B SECTION PROVIDES A 

LIST OF UNIT TYPES ; . : . 
stormtroopers. OP ANo CAPAoiumies. Fig. 4-17. Use experienced units to capture build- 


ings whenever you can. 


A green 
stormtrooper is 
only slightly less proficient in an intrastructure conflict than a Rebel trooper with two levels of 
experience. Against green Rebels, your stormtroopers will have a field day. 
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The Rebels’ best hope is to capture structures with infiltrators. Although ostensibly designed 
to capture lmperial vehicles, infiltrators are the most powerful intrabuilding fighters available 
among Force Commander's standard units. They're far superior to even experienced stormtroop- 
ers. Use them to capture structures whenever you can. 


How Units Fight in Intrabuilding Combat 


Every battle waged within a structure is turn-based—that is, one side fires shots, and then 
the other does, taking turns until one side is eliminated. If you click on a structure while the 
combat is in progress inside, you'll see the units and hear the blasters. Each blaster sound 
indicates a turn. 


Fig. 4-18. Rules for intrastructural combat differ Fig. 4-19. Infiltrators are better than steken 
from those for fighting on open ground. inside a building. Stormtroopers are better than 
| Rebel troopers, and Rebel troopers are better than 
heavy troopers. 


Here's how a turn works: Each unit picks a random target, and then every unit on the team 
fires simultaneously. Damage to the targeted unit is calculated using a random value from 3 
to a maximum defined by the firing unit’s type and experience level. (Rebel heavy troopers 
are exceptions; they do only zero to 3 points of damage before bonuses for unit type and 
experience accrue.) 

Units receive a 2-point bonus for each level of experience. The following table shows bonuses 
by unit type. 
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for Intrabuilding Combat 


E Unit Type Bonus Points Added 
to Damage Inflicted 


eN, THE AMOUNI OF 
Darth Vader 15 NE SOA DAMAGE UNITS 
» INFLICT INSIDE A 
5 5 \5E a Sf AUILOING 15 IMPOR- 
Special Units KS PY TANT. BUT REMEM- 
(Luke, Han, Leia, etc.) le OE EEA 
n INFANTRY UNITS 
<< HAVE A BETTER 
Infiltrators 3 Ì ARMOR RATING 
THAN OTHERS. 
Stormtroopers je INFILTRATORS. FOR 
EXAMPLE, HAVE 75. 
SO THEY CAN TAKE 
Rebel Troopers En MORE HITS IN AN 
INTRABUILOING EXCHANGE. 
Heavy Troopers 1 
Others (Ewaks, 
Ruulians, Kalaanites, etc.) 3 


How to Storm a Turret 


The biggest problem you'll face in capturing turrets is getting your force to the turret in the first 
place. The best and easiest way to capture a turret is to divert attention from your infantry 
before they attempt the capture. 

Turrets—all units, in fact—attack the first target they acquire, regardless of their effectiveness 
against that target. They continue attacking until that target is destroyed, or until they're 
destroyed or directed to attack a different target. You can use this to your advantage in captur- 
ing turrets (see Figure 4-20). 


Fig. 4-20. As the turrets concentrate on vehicles, 
the infantry moves in for the capture. 


Fig. 4-21. Move the transport as close to the target 
turret as possible. 
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To capture a turret, particularly anti-infantry 
or antivehicle, move in a transport loaded with | Ag TA 
infantry units. The turret will attack the trans- / 
port, and that's fine. That's exactly what you 
want. Send the transport as close as it can get to 
the turret in question and have the troops dis- 
embark. The turret will continue attacking the 
transport while the soldiers move inside and 
take over. 

Naturally, this is hard on the vehicle. Use only 
transports that are in good condition for this 
maneuver, and repair them as quickly as you 
can after you claim the turret in question. 

Antiaircraft (and to a lesser extent antivehi- AE = mre gf VEE bh SEMPR 
cle) turrets are easier to capture than anti- Fig. 4-22. Antiaircraft turrets have no defense 
infantry ones. Because antiaircraft turrets can't _ KEES SUEU BELUEUELGRCIO REEN KORE UGS 
attack ground-based units, you can simply walk | 
your infantry up and in. It's also possible to walk a group of infantry into an antivehicle turret. 
You can expect to lose one or two on the way in, but these turrets are relatively ineffective 
against infantry, and so most will make it inside. 


Capturing Other Structures 


In general, the basic technique for capturing 
other structures is no different than for taking 
turrets. Where a heavy force of enemy units pro- 
tects the target building, you'll want to divert 
attention from the infantry with more than just 
the transport. Neither the lmperial troop carrier 
nor the Rebel hover transport can withstand too 
much damage. Send in a diversionary force of 
units to gain the enemy'’s attention, and then 
quickly move in the transport and send in 
the infantry. 

Although you needn't use a transport 
against isolated, unguarded structures (many 


bunkers, for example), it's much quicker. Use de! | he Pen 5 
. . ams E if ä As 
Je ar EE Fig. 4-23. Use the same basic tactics to capture mf 
other buildings. lr 
| nt 
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Capturing Units 

The Imperial player can only dream of capturing 
seenemy units. But this should be à basic strategy 
_ forevery Rebel player. Using infiltrators to cap- 
ture enemy vehicles is the most effective way to 
add to the Rebel force, tax the enemy's strength, 
and do so in a way that prevents damage to 
Rebel units. Taking over an enemy unit prevents 
it from attacking your own units. 

In most cases, you'll operate like you do when 
capturing structures: divert attention from your 


infiltrators, and then move them in to capture \ 

enemy units. You may even want to keep an 

extra infiltrator in some of your structures to Fig. 4-24. Capturing an enemy unit strengthens 
move them out when enemy units approach your side as it weakens your opponent. 

to attack. 


Attacking 


You can't win if you don't attack. If you never 
leave your base, you'll never complete your 


ITESIER’”"S IIP 


ALTHOUGH THE REBEL HEAVY TROOPER IS USE- 


objectives. Attacking intelligently is key to every FUL AGAINST ARMOR. REGULAR INFANTRY IS NO 
tul missi SLOUCH. EACH STORMTROOPER OR REBEL 
sSucCEsSSTuI MISSION. TROODPER PACKS THF SAME PUNCH AS A HOVER 


TANK OR AT-PT (AUT WITH HALF THE RANGE]. 
IF INFANTRY WEREN!T SO FRAGILE. IT WOULO 


OOMINATE THE GAME. AS IT 15, AVOIO LEAVING 


Scouting INFANTRY OUT IN THE OPEN. ARTILLERY IS A 
NIGHTMARE FOR THEM. AS 15 GETTING 
STOMPEO. LET THEM OUT JUST WITHIN THEIR 
Before you can attack your enemy, you must find WEAPON RANGE-—-CLOSER IF THE TARGET IS 
’ ; ARTILLERY. BECAUSE YOU WANT TO GET INSIOE 
your EnEmy. There's a lot of territory out there you THE ARTILLERY'S MINIMUM RANGE. IT'S A FINF 


haven't seen at the start of a scenario, and the LINE WITH TORPEOO LAUNCHERS. BECAUSE THEY 
CRUSH AND HAVE A SHORT MINIMUM RANGE. 

enemy base could lie pretty much anywhere. As a 

rule, you should look for your enemy at the side of 

the map opposite your starting position. Thus, if you begin the mission in the southeastern cor- 

ner, there's a good chance the enemy lies in or near the northwestern corner. 

When you scout, always note the locations of the enemy buildings and look for weak spots. A 
group of turrets in one place may mean the enemy expects to be attacked from that direction, 
and so may have underdefended another part of the base. 

When scouting, never make a beeline for the enemy base: 99 times out of 100, this will send 
your scouting unit into a group of enemies. The result: your scout will take heavy damage or be 
destroyed, and so reveal little territory. 
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The best path is one that loops around the map’s edge, Don't follow roads; these tend to be 
the easiest paths, and thus those likely to be patrolled by enemy units on patrol. Hug the edges 
and try to approach the most likely enemy location from the side or the rear. This gets you clos- 
er without drawing fire more reliably than a direct approach does. 


| 


| 


Í 


Mn. 


tit Haten EP 


b é 


Ì 


Fig. 4-25. Check out the enemy position before 


Fig. 4-26. When scouting, move your units around 
you move in to attack. 


the map edges whenever you can. 


Setting Goals 

Before attacking an enemy position or base, 
decide exactly what you want that attack to 
accomplish. Do you want to create a distraction 
and steal a few turrets? Wipe out the protecting 
force so a follow-up can decimate the base? 
Eliminate the antiaircraft protection to allow for 
bombing runs? Whatever your decision, you 
should have an overall goal. Once your force 
achieves that goal, you can retreat, repair dam- 
age, and replace losses, or you can create 
another goal and press on. 

All your goals should be reasonable ones. 
Expecting to wipe out a powerful Rebel position 
containing several antivehicle turrets with just a 
couple of AT-STs is unreasonable. In planning a 
reasonable goal, match your force with what 
you want to accomplish. Ilf you hope to capture 
a bunker, a small force of infantry is probably 
enough. If you want to capture a well-guarded 
Command Center, you'll need a lot more. 


Fig. 4-27. Keep a goal in mind when you invade 
enemy territory. 
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force can't take down a strong enemy base. 
Keep your goals specific. “Blowing up some vehicles” doesn't 


enemy position” does. Having a specific goal gives you a better 
idea of how to build your force. 

Finally, your goals should help you strengthen your own posi- 
tion, weaken the enemy position, or both. Often, the ultimate goal 
is to destroy the enemy force, so this is always a good goal to 
work toward. As your units carry out an attack, observe how well 
they do with respect to achieving your goal or goals. If things are 
going well, and most of your units are in good shape, set another 
goal. If things are going poorly, retreat, reassess 
the situation, and try again with more units or a 
different tactic or avenue of attack. 


Deploying the 
Appropriate Units 


Both Rebels and Imperials have a “best counter” 
for every enemy unit—that is, a unit type best at 
killing a given enemy unit type. Of course, the 

best counter isn't always available, depending on 
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Fig. 4-28. No matter how much you want it to, this Fig. 4-29. Having eliminated the turrets, this force 
can either retreat or press on. 


ONE GOOD WAY TO 
RETREAT IS TO KEER 
A GROUP OF UNITS 
BEHIND TO TIE UP 
ENEMY FORCES 
WHILE YOUR MAIN 


__ GROUP RUNS. YOU 
\ PROBABLY LOSE 
KR THOSE UNITS. BUT 


YOUR MAIN FORCE 


NE Will REACH YOUR 
FP BASE SAFELY. 


Fig. 4-30. During a large, antoine battle, it can 
be hard to have each of your units attack the unit 
it's most effective against. 
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available Command Points or building prerequisites. The best counter can depend on the tacti- 
cal situation, as well. Will you go out to destroy the target “Of is it on your doorstep? Often you 
face mixed groups, particularly against savvy opponents. what if the enemy group includes the 
counter to your counter? _ | 

Clearly, the possibilities are sometimes too complex to lay out on a matrix. At other times; 
your unit choice will be straightforward. The following table offers a general guide to each unit’s 
best counters. 


Best Counters Against Rebel Units | 
ee nn 
Rebel Trooper Mabille Artillery Torpeda Launcher 
Heavy Trooper Mabile Artillery Torpedo Launcher 
Infiltrator Mobile Artillery Torpeda Launcher 
Medical Droid Mobile Artillery Torpedo Launcher 
Repair Droid Mabile Artillery Torpedo Launcher 
Swaaop Speeder Bike/TIE Fighter Airspeeder 
Haver Transport TIE Bomber/AT-ST Y-wing/Attack Tank 
Hover Tank AT-ST Attack Tank 
Attack Tank TIE Bomber/AT-ST Y-wing 
Torpedo Launcher TIE Bomber/AT-ST Y-wing/Attack Tank 
Scanner-jammer TIE Baomber/AT-ST Y-wing/Attack Tank 
Alrspeeder TIE Fighter/AT-AA Hover Tank 
Y-wing TIE Fighter/AT-AA Hover Tank S 
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Best Counters Against Imperial Units 


Imperial Unit Rebel Counter Imperial Counter 
Stormtrooper Torpedo Launcher Mobile Artillery 
AT-PT Y-wing/Attack Tank TIE Bomber/AT-ST 

: Speeder Bike Airspeeder TIE Fighter 
Dewback Trooper Y-wing/Attack Tank TIE Bomber/AT-ST 

1 Mabile Artillery Y-wing/Attack Tank TIE Bomber/AT-ST 

k AT-ST Y-wing/Heavy Trooper TIE Bomber/AT-ST 

à AT-AA Attack Tank/Heavy Trooper AT-ST 

prí AT-AT Airspeeder/Infiltrator AT-ST 
TR-SD Y-wing/Attack Tank TIE Bomber/AT-ST 
Heavy Artillery Y-wing/Attack Tank TIE Bomber/AT-ST 
Troop Transport Y-wing/Attack Tank TIE Bomber/AT-ST 
TIE Fighter Hover Tank AT-AA 
TIE Bomber Hover Tank TIE Fighter/AT-AA 
Ferry Shuttle Airspeeder/Hover Tank TIE Fighter 

a, Probot Anything that shoots! Anything that shoots! 

ze, TR-MB Y-wing/Attack Tank TIE Bomber/AT-ST 

li Best Counters Against General Units 

je General Unit Rebel Counter Imperial Counter 
Any Turret Attack Tank AT-AT/Heavy Artillery 
Fixed Artillery Attack Tank AT-AT/Heavy Artillery 
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Capture, Capture, Capture 
Nothing crumbles an enemy position more quickly than capturing buildings. It not only gener- 


ates Command Points and affords you the benefits of ownership; iës also far less time-eonsum- 
ing and puts your units in danger for a shorter time. 


Turrets are a case in point. It can take a sizable force a little time to whittle away a turret until 


it's destroyed. And all the while that turret is attacking back, damaging or destroying your 
units. But what happens after you capture a turret? Very quickly, the turret switches to 

your side and stops shooting at your units. This prevents your force from taking additional and 
unnecessary damage. 

When there's a choice, go for the capture. It's quicker and offers benefits over and above the 
one-time Command Point burst for destroying a structure. Note that capturing an enemy struc- 
ture isn't always viable, and it may be more difficult than it's worth. Don't be afraid to destroy 
enemy structures. But if you have a reasonable chance for success, capturing is well worth 
the effort. 


Fig. 4-31. Whenever you have the infantry to do 
so, consider capturing a structure instead of 
destroying it. 


to destroy an enemy structure. 


Defending Your Base 


In most missions, your base lies at the heart of your operation. And in most cases it will be rela- 
tively small. The Rebels simply can't build that many structures, and outside the Command 
Center and structures attached to it, neither can the Empire. Thus, base attacks tend either to 
succeed brilliantly or fail utterly. 

Because bases are nice and compact, planning your defense is simple. 


| 
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the best-you have at your disposal. For the 
Empire, this means experienced stormtroopers. 
For the Rebellion, this means infiltrators. Of 
course, these units won't always be available, 
and even if they are, it won't always be practical 
to deploy them. You can't afford to garrison all 
your structures fully or you can't order enough 
units to defend the base adequately, let alone 
mount an offensive. That said, it always pays to 
garrison some of your structures. 

Keep infantry in your advance turrets. Those 
on the outskirts of your base are the most vul- Fig. 4-33. Always garrison your important 
nerable. Those placed deeper within it, where structures. 
vehicles and other turrets can protect them, 
needn't be garrisoned as heavily. Fully garrison 
your antivehicle turrets (inaccurate against 
attacking infantry) and antiaircraft turrets 
(defenseless). You can leave anti-infantry turrets 
ungarrisoned (Empire) or with a single unit 
(Rebellion). Still, it never hurts to keep 
someone in the turret at all times. 

En Your Command Center is a prime target for 
enemy infantry. Keeping a garrison inside it 
improves your chances of keeping it. More 
important, even a weak garrison will allow you 
to call down reinforcements (a large group of 
infantry, for example) before you lose the 
Command Center, and that may allow you to 


take it back. Fig. 4-34. You needn’t garrison welt-protected tur- 


reis as heavily as those on the edges of your base. 


NN REBELS SHOULD 
| CONSIGER 
GARRISONING 
THEIR COMMANO 


UNITS IN TURRETS 

GAIN EXPERIENCE 

WHENEVER THE TUR- 

RET FIRES—A GREAT 
WAY TO CREATE A 

A LARGE GROUP 

OF EXPERIENCEO 

E_ INFANTRY. 


CENTERS WITH FIVE 
INFANTRY UNITS ANO 
A MEGICAL OROIG. 

 HETWEEN COMHAT 
THE OROIO Witt 
HEAL ALL REBEL 
UNITS. 
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Turret Groupings 


À single turret isn't useful for anything but the 
simplest missions. In multiplayer games espe- 
cially, turrets are most effective when grouped. 

À good turret cluster includes each basic 
turret type. You needn't place the turrets right 
next to each other, but they should be able to 
cover the group's other turrets. Anti-infantry 
turrets will protect the other two turret types 
from enemy infantry. Antivehicle turrets will 
defend the others from enemy vehicles. 
Antiaircraft turrets will keep the entire cluster 
safe from aerial attacks. 


PLACE VULNERABLE 
ANTI=-INFANTRY 


TURREIS AT THE 
INTERIOR OF YOUR 
TURRET CLUSTER. 


Cheat (odes 


Force Commander, like most real-time strategy 
games, offers you some unscrupulous methods 
of conquest. You can cheat yourself extra units, 
extra Command Points, extra vision—you can 
even choose to win the mission with a simple 
keystroke. Here's how. 


Io Play Any 
Mission 


Normally, the Scenario option in the Single 
Player menu offers you only the choice of play- 
ing missions you've already completed in 
Campaign mode. However, if you want to take a 


4-35. A cluster of turrets should be able to 
fend off small attacks and delay larger ones long 
enough for you to move in with vehicles. 


REBEL MISSIONS 
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Fig. 4-36. Use this code to instantly access any 
mission you want. 
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crack at a mission you haven t reached in a campaign, create a new player in the Select Player 


‚ Name screen, and type “TheWorldisYours” (capitalizing as shown). 


The next step is1mportant. Zo rigger the cheat properly, you must double-click on 
The Worlds Yours to move to the Single Player menu. If you click on the Go Forward arrow at the 
lower right, the cheat system won't activate. Now select Scenario from the menu and choose to 
play any mission, Rebel or lmperial, in the single-player campaign. 

Note, however, that you can access no other cheat codes using this method. To play any mis- 
sion and use other cheat codes, read on. 


To Cheat With BEK SELECT PLAVER NAME 
Impunituy B AED 


There is no “god mode” cheat in Force / Aperid Besert Irotalag. Pt 
Commander—that is, no cheat code that makes WA arta. 2 
any unit invincible. But there are ways to spawn 
new units, gain Command Points, remove the 
fog of war to see all enemies, and win a mission WM 
automatically. Again, begin by creating a new K Hum Piaysr 
player in the Select Player Name screen. Type ‚N 
“TheGalaxylsYours” (capitalizing as shown). 
Double-click on this name in the Select Player 
Name screen: don't click on the Go Forward 
arrow, or the cheats won't function. This cheat 
doesn't provide automatic access to all missions KEUNE TARS UE CR CEGO NT TD LL 
via the Scenario option. There is a way to reach UUR B ELS 
any campaign mission, and we'll discuss that 
shortly. First, though, here's how to execute cheat codes when you play as TheGalaxylsYours. 


Tao Cheat Command Points 

When playing a mission as TheGalaxylsYours, press (M) to add 500 more Command Points to your 
total. (You also may press (Ctri)+(M) to subtract 500 Command Points, should you perversely 
desire to do so.) Pressing (Shift}+(M) adds 500 Command Points and lets you order any unit, even if 
you don't have enough Command Points to cover the normal cost. 


To Spawn Units 


Wher: playing a mission as TheGalaxylsYours, hit (Ctri)+(o) (zero) to access this cheat. A unit con- 
sole will appear displaying the unit you may spawn (that is, create out of nothing). Then you 
may use the following keystrokes. 
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Spawning Units 


Keystroke Action 
or Scroll through units to spawn 
Spawn unit (appears under cursor) 


(Shift) or G) Change team of spawned unit 


Be 1 


mt un werk ot wer de SRAD DE Ne mas We do wer Pr ew zomp ne) ei 4 


Fig. 4-39. Create units instantly without waiting for 


Fig. 4-38. Need more Command Points? This 
handy cheat gives you all you need. B the drop ship. 


To Reveal Units or Win Missions 
When playing a mission as TheGalaxylsYours, hit (Ctri)+(0) (zero). A unit console indicates you've 
activated the cheat system. Then you may use the following keystrokes. 


Revealing Units or Winning Missions 


Ee, 
Keystroke Action Á 

(Ctri }+(W) Win mission In ES 

(Ctri)+(8) Show all active units ann 

(Ctri)+(Shift}+(8) Show all units En 

(Ctrij+(9) Remove fag of war from map 5 

Use the Win Mission cheat to hop ahead to campaign missions you haven't played yet. It's a Ee 
bit time-consuming—each mission loads fully, and you must wade through each briefing, hangar - 


bay, and so on—but hey, you're cheating. It's not supposed to be easy. 
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1 the pithy yet pewerful 
À sevens in this chapter 

come courtesy of Force 
Commander lead tester John 
Drake and his team of LucasArts 
testers. Few contests are as 
intense as multiplayer mayhem in 
the “Pit” (the company nickname 
for the LucasÂrts QA area). These 
people have been hammering 
each other for months. Nobody 
(including perhaps the game 
designers themselves) knows the 
intricacies of multiplayer gaming 
in Force Commander better than 
this crew does. 


Chapter 5 Multiplayer Strategies be 


Economtuy 


The Force Commander Multiplayer option offers two ways to gain Command Points. Taking over | 
bunkers and enemy buildings gives a slow, steady trickle; destroying enemy units provides a # 
quick, often large, burst. To win, you must exploit both methods. (For more on this, see Chapter 
3, “The Command Point System.”) 


The Importance of Bunkers 


The bunkers under your control afford you an endless source of Command Points. Captured 
bunkers are crucial for maintaining an army of respectable size, and a bunker advantage in the 
midgame will give you a very good chance of winning. Some winning strategies focus on acquir- 
ing bunkers in the early game; others just use their starting three infantry (one on the swoop, if ê : 
Rebel) to grab a few initial bunkers, and then switch to a “rush” strategy and get bunkers later, if | 
necessary. (Read more on rush strategy later in this chapter.) 


AP 
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Fig. 5-1. The bunker is your best friend in Force Fia. 5-2. Destroying bunkers near enemy bases 
Commander multiplayer games. Each one you con- forces opponents to string out their forces to idd 
trol and garrison provides a steady income of 10 income-producing structures. 

Command Points every six seconds. _ 
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Much depends on the number of starting bunkers relative to the number of players. A four- 
player, medium bunker setting leaves each player with two bunkers and nothing else. (If you 
want more, you'll have to fake them.) On the higher setting, or with a higher bunker-to-player 
ratio, games that don tend in a rush are won or lost in the fight for bunkers. 

Bunker rule number one: If you can't keep it, destroy it. Hey, no sense in giving the enemy free 
Command Points. This is especially true of bunkers near the enemy base. If you can remove 
them from the picture, the enemy will be in a much weaker position. And be ready to defend 
against similar enemy strategy. 


The “Snowball Effect” 


The Command Points you gain from destroying enemy units win games. Force Commander is all 
about Command Points. An aggressive player can use the Snowball Effect to great advantage. 
The idea is simple: attack the enemy so that you gain more Command Points than the enemy 
does; your foe gets weaker, you get stronger. The more you do it, the larger the gap grows. 
(Hence the snowball metaphor.) 

How you get your snowball rolling depends on which side you play. Rebels tend to use hit- 
and-run attacks to build their snowball. The Empire relies more on trapping and crushing small 
forces with a bigger force. 


Fig. 5-3. The best overall Imperial strategy isto BM Fig. 5-4. The most effective Rebel strategy focuses 
amass Eng forces full of powerful B on mobility and the hit-and-run raid. 
armored units. 
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Early Game 


Ät the beginning of the game, environmental factors will determine your actions to a great 
extent. Which bunker setting? How many players? Starting Command Points? Which side? How 
about your opponents? Most important, what do you want to do first? 

It gets to be a pretty large matrix if you try to figure out all the possible combinations. What 
follows are a few general approaches that apply to many possible starting situations. Before the 
mission even loads, think about the first 10 or so things you want to do. Do you want to rush, or 
lay a foundation for a long game? 


The Early Imperial Advantage 


Rebel players face an early-game disadvantage against forces of the Empire. To best control 
bunkers, Rebels deploy hover transports full of infiltrators. But the Imperial ferry shuttle is 
faster, and stormtroopers (at 50 CP) are far cheaper and thus quicker to churn out than infiltra- 
tors (at 125 CP). Of course, Rebels have the standard trooper at the same 50 CP cost, but 
stormtroopers are more effective in intrabuilding combat. 

This early advantage balances out in midgame phase, however, where the edge shifts to the 
Rebels. So if you play the Imperial side, consider using a stormtrooper rush for quick kills 
against Rebel opponents. 


The Rush Strategy 


Rushes can be risky, particularly if more than 
two players vie in your multiplayer match. À 
well-executed rush, however, can send you 
snowballing past any opposition, giving you the 
Command Points you need to defend or catch 
up on your expansion efforts. 

Your rush strike force will vary depending on 
your target. Use scout units (probots or bikers) 
to determine enemy locations and plans. The 
toss-six-troopers-in-a-transport-and-grab-an- 
enemy-Command-Center rush, while effective, 
can be a liability in a game with three or more 
players. lt does nothing to start the snowball 
and requires some micromanagement. 
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Fig. 5-5. Scout the enemy first. Use probots or 
bikers to reveal what and how your opponent is 
building and deploying. 
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Snowball rushes should focus on the most efficient concentrations of destructive force per 
Ee Command Points For the Empire, AT-PTs narrowly edge out AT-STs in this calculation, but they're 
fragile enough that they might give your opponent more Command Points than they earn. 
Ae Probably the most basierush technique is to spend the starting 500 Command Points (on low 
ee CPssetting) on six troopers and a hover transport. Find the enemy base with your swoop and 
send the transport to take it over. Once you control the base, quickly order an antiaircraft turret 
and more infantry at the base location. (If active enemy units exist near the base, beware losing 
your Rusty Eagle or heavy lifter reinforcement shuttles: they cost 1,000 CP to replace.) 


ord 
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Fig. 5-6. The most basic early-game rush features Fig. 5-7. Once you capture an enemy Command 
a transport unloading six infantry troops. | Center, immediately call down an antiaircraft tur- 
: ret and more infantry; then clear out before the 
building blows. Now you can disrupt any attempt 
by your opponent to bring down a replacement. 


rd Let your infantry out of the Command Center before it blows! If the enemy brings down anoth- 
Ds er Command Center, your guys are there to take it, and the antiaircraft turret will kill the builder 
kn shuttle on the way up (+500 CPI). If you can manage to bring down a second antiaircraft turret, 
jm the game is probably over for the opposition; the enemy Command Center will never be able to 
al touch down. It's all mopping up from there, unless your foe had a TR-MB. 
Sams At the start of a low-point game, the Rebel heavy trooper is a fearsome rush machine. A hover 
| transport full of heavy troopers can smack the crud out of anything the Empire has to offer for 
the same Command Points (except perhaps two mobile artillery set to cover each other). An 
alternative Rebel rush leads with Y-wings. Even at a 500 CP start, a Y-wing is affordable fairly 
early on and can lay waste to an unwary opponent. 
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The Foundation Strat 


The counter to the rush is the patient, defensive, expansionist start 
an overpowering strike force you'll unleash later in the game. TÌ 
transports full of infantry and acquire bunkers like mad. 
If you play as the Empire, use the ferry shuttle. One or two infantry out of every group of six 
should go into your Command Center until it's full. If the enemy rushes your base, your response 
should vary according to the nature of the rush. If troop transports and/or infantry rushes your 
base, respond by pulling back a transport or two full of infantry. lf armored units hit your base, 
immediately order down an antivehicle turret—but not if the assault includes antiaircraft units 
(AT-AAs or hover tanks). You don't want to lose your expensive builder shuttle or heavy lifter— 
not at 1,000 CP a pop. If the enemy's antiaircraft cover is too strong, order your best counterunit 
to the attacking force and land it at the farthest outskirts of your base, out of view (you hope) of 
your attacker. You may need to pull back some of your bunker-seeking transports deployed in 
the field, too. 

The point is that you must fend off the rush, defending your base while minimizing the 
Command Points your attacker gains from destroying your stuff. If you can take lots of bunkers 
between enemy rushes, eventually you'll overcome any momentary disparity between your 
Command Point total and your attacker's. 


Middle Game 


In the middle game, the focus switches from foundation-laying expansion (capturing empty or 
lightly defended bunkers) to expansion supported by force (capturing heavily defended 
bunkers). The rush player may need to play 
catch-up if the game has reached this point. Of 
course, a successful rush player is in a position 
to do so, having disrupted opponents’ founda- 
tion/expansion efforts. 

During this phase, build as large an army as 
your bunkers can support. (Chapter 3, “The 
Command Point System,” provides Command 
Point inflow/outflow rates.) Send scout patrols— 
again, probots or speeder bikes/swoops—to 
learn which forces your enemies are deploying. 
Then, obviously, buy units that destroy those 
forces most efficiently. 


1 


Fig. 5-8. Fierce bunker wars often mark the 
midgame phase. Protecting and expanding 
Command Point inflow is your primary concern. 
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Don't be afraid to look at an enen nj & as a viable target. Rene out one opponent in the eh 
dle game strengthens your position for the final phase against remaining opponents. But try it 
only if it looks like you ean win quickly— unless, of course, it's your last opponent. 
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Late Game 


The most common late-game scenario pits two 
remaining players against each other in a mano 
a mano showdown. However, three- and even 
four-way stalemates aren't unthinkable. In this 
case, either one player is clearly winning but 
confronts allied opponents, or all the territory is 
evenly divided and well-protected. 

In the former case, it can be fun to fight on to 
the bitter end; miraculous comebacks have been 
known to happen. In the latter, tooth-and-nail, 
back-and-forth fighting can go on for a long 
time. But more likely, someone will make a mis- 
take, giving someone else the advantage, and 
then the game. Fig. 5-9. Air power grows increasingly important 

In general, you want to have a full comple- in the late phases of a multiplayer game. 
ment of air units—and, conversely, a strong anti- 
aircraft defense—in the game's late phases. And whether you play the Rebel or Imperial side, 
you should deploy a TR-MB for mobility and flexible response. 
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Imperial Strategy 


Imperials want to build insanely large assault 
groups. The optimal late-game force includes no 
fewer than 15 AT-STs, six to eight AT-AAs (at 
least one for each group deployed on the map— 
two, if possible), and a handful of AT-ATs. The 
name of the game in lmperial strategy is over- 
whelming force. TIE fighters should play a signif- 
icant role in your Imperial buildup, too. Cheap, 
nimble, and deadly, they can wreak absolute 
havoc if you deploy them masterfully. 


EN ke 
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Fig. 5-10. AT-ATs are swell, but the AT-ST forms 
the backbone of a strong Imperial force. Have 15 
to 20 roaming in packs in the late-game phase. 


Rebel Strategy 


Rebels shouldn't try to slug it out toe-to-toe with 
the Imperial armor machine. Instead, defend 
bunkers from a distance, using the proton 
weaponry of mobile torpedo launchers and 
attack tanks. Basic Rebel tactics: hit and run, 
strip away lmperial antiaircraft defenses, and 
then send in the Y-wings—but keep a decent bat- 
talion of hover tanks ready to dart in when the 
TIE fighters come. Otherwise, your Y-wings are 
dead meat. 

Another good late-game tactic: Send speed- 
upgraded hover transports full of infiltrators on 


f kers. | fi n 
0 capture enemy‚mamkers, or Fig. 5-11. Guard your bunkers from afar with the 


even to the enemy Command Center if you can _ BAAREN PON BETEN PEC ENEN 
find a less protected path. and attack tank (secondary fire). 
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Winning the Game 


To win, of course, you must be the last player 
with anything on the map. Allfes can win by wip- 
ingout all other teams. This isn't always a 
straightforward task. With the TR-MB available, 
capturing the enemy base doesn't necessarily 
take the enemy out of the game. 

Also, eliminating the enemy’s Command 
Center doesn't mean your opponent wont 
rebuild it. But if there's no TR-MB involved, your 
foe may be inclined to surrender if you park four 
AT-AAs where the enemy base used to be. If no 
surrender is forthcoming, you'll have to scour 
the map for remaining enemy forces. 

Take care, though. An enemy infantry or 
transport rush on your own Command | 
Center can be an effective last-ditch attempt to MKA KRELER ERO U IRE 
avoid defeat. of operations. - 


our first missions take place on 
Vue desert world of Tatooine. 

While designed as simple train- 
ing exercises, these missions will put 
you in the middle of combat. The 
opposition you face will be mostly 
unorganized and won't be too difficult 
to defeat. However, these missions are 
critical. Take the opportunity to learn 
the various ways the camera operates 
and how to group and move your units 
effectively. The time you spend learn- 
ing the ropes in these first missions 
will pay off in the long run. 
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Mission Objectives 


B Follow Captain Tulon's commands. 
B Dellis must survive. 
B Find the escape pod. 


New Units 


B Sandtrooper 
B Dewback 
Mm Dellis 


Mission Strategy 


This basic training exercise was designed to familiarize you with BHCI commands. Captain Tulon 
takes you th:vugh rudimentary camera options and ways to issue commands. You have Zeta 
Squadron at your disposal for this exercise. 


EA AAL THOUGH YU 
„ N LAN Shi al HRG 
q THEE NUSOSIONG 
J TUTOEHAL SECTIUNG, 


HH NOURE NEW 10 
FEAL-TIME STRATEGY. 
OR TO AORC 


COMMANDER. HS AEWAYS 
A GOUD IOEA TO COMPLETE 
THE TUTORIALS. 


First, you'll learn how to use the keyboard 
and mouse to move the camera view forward 
and backward, and left and right, as well as 
access various panning options. Take time to 
experiment with both keyboard and mouse to 
learn which you prefer. 


| Fig. 6-1. Zeta Squadron’s sandtroopers take you 
| through your first three training missions. 
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Chapter 6 Desert Training 


After your lesson in camera movement basics, 
the rest of Zeta Squadron appears, along with 
your brother Dellis. Once your force acquires 
dewbacks, Captain Tulon instructs you in the 
basics of mounting and dismounting your 
carrier units. 

Around this time, you get your first taste of 
combat. A pair of Tusken Raiders wanders into 
the area and fires on your sandtroopers. 
Retaliate when Captain Tulon tells you to by 
selecting all your units and commanding them to 
fire on the Sand People. It should take only one 
massed shot apiece to eliminate them. 


When the Sand People are dead, Captain Er hens Co htaa ME ae oe 
Tulon tells you what the colors mean in Fig. 6-2. Follow Captain Tulon’s commands 
your map overview. He also explains how to to learn how to move the camera and command 


attach and detach your camera to a specific your units. 


unit— valuable for viewing your attacks and F = 
troop movements. 

General Brashin interrupts the training session: a Rebel ship above Tatooine has launched an 
escape pod, which has crashed in your vicinity. The pod carries droids as well as stolen data. 
You receive full command of Zeta Squadron for the duration of your search. This new objective 
is added to your list of original mission objectives. 

Locating the escape pod isn't difficult. You 
have a small map to work with, and you won't 
encounter much resistance. Head south from 
your position to the edge of the map. From 
there, move west to the southwest corner, 
where you'll find the escape pod. 


Fig. 6-3. The Tusken Raiders’ first attack is easy 
to stop, but your troops won't attack until you tell 
them to. 
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If you would rather use this time to get used to the camera and movement controls, send your 


troops west from their starting position. Your troops will encounter several pairs of Tusken 
Raiders along this route, giving you 
additional combat experience. Groups of 
Sand People appear as you move along, but 
you'll never confront more than two at once. 


PROIARY CBECTVES 


They're easy to destroy, and you'll gain valuable Beg 
END THE ESCAPE POD 


combat experience. 
7 Once you find the escape pod, the 
mission ends. 


IF YOU OON'T LOCATIE 
THE POD OUICKLY. 
(GENERAL BR ASHIN 
WILL ASK WHAT S 
TAKING SO LONG. 

THIS WON'T AFFECT 

YOUR MISSION SEORE. 


Fig. 6-4. Note your new mission objectives. These 
are as important as those you started with. 


Fig. 6-5. Tusken Raiders lurk here and there 
on this small map, but in small, easily 
destroyed groups. 


Fig. 6-6. The escape pod is located in the 
southwest corner of the map. 
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Part Two Î 


Mission Objectives 


B Follow Captain Tulon's commands. 
B Dellis must survive. 

B Capture the sandcrawler. 

B Get Dellis inside sandcrawler. 


New Units 
B AT-PT 


Mission Strategy 


You found the escape pod, but the droids are missing, and so is the stolen data. Another 
squadron noted Jawa sandcrawler tracks in the area, so chances are good Jawas picked up the 
droids. You must hunt down the Jawas, capture their sandcrawler, and recover either the droids 
or the stolen data. 

This mission begins with an important series 
of tutorial lessons. Captain Tulon guides you 
through a variety of methods for selecting 
groups of units quickly and efficiently. You'll also 
learn how to set waypoints. As in the first mis- 
sion, Tusken Raiders interrupt your training ses- 
sion, but with the firepower at your disposal, 
they should prove easy to eliminate. 

As you might expect, this mission is a little 
more difficult than the first one, but it's not 
more than you can handle. Tusken Raiders are 
numerous on this map, and they attack in larger 
groups. Don't let your guard down. 


ze 
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| Fig. 6-7. A few reinforcements are helpful in these 
battles. You'll also be introduced to the AT-PT. 
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Fig. 6-8. Tusken Raiders attack in numbers in this mission, and often from high vantage points. 


To find the sandcrawler, head east along 
the map's bottom edge. After a few brief 
encounters with Sand People, you come to a 
series of grooves in the sand—sandcrawler 
tracks. Follow them east, watchful for more 
Tusken Raiders. 

As you near the map'’s east edge, you'll 
encounter larger groups of Sand People. Your 
units will have a tough time hitting those who 
lie in wait along the high mesas that prevail 
here. Take on only a few at a time, if you can. 
With their vantage points, too many at once 
will be disastrous. Tusken Raiders mounted on 
banthas are tough to eliminate, and operate 
5 much like your dewback troops. Fig. 6-9. Sandcrawler tracks are easy to spot and 

af At the map's eastern edge, turn and continue KOER TEN EEN EK AET ENEN 
following the tracks north. Again, Tusken you track the Jawas. 
EEE Raiders will attack—now from both sides of the 
del canyon. Inch your way forward until you come to the sandcrawler in the northeastern corner. 
d When you find the sandcrawler, you're told to have the sandtroopers use stun settings on the 
Z Jawas. This is time-consuming, however, and the stun effect lasts only briefly. It's easier simply 
to target the Jawas and kill them. 
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Once the resistance is out of the way, group 
your remaining sandtroopers and have them 
board the sandcrawler. If you've lost a few 
troops and want to ensure you'll capture the 
vehicle, have your dewback troopers dismount 
and send them in, as well. 

Once the sandcrawler is in your control, send 
in Dellis. He quickly confirms that the data isn't 
there. He also learns that the two droids you 
want have been sold to a nearby farmer. 

If you'd prefer to avoid some of the high 
canyon walls in this level, you also can find the 


sandcrawler by heading north from your starting 


location, and then moving straight east from the 
top of the map. You'll still run into plenty of 
Tusken Raiders, both on foot and astride 
banthas, but they rarely have the advantage of 
superior terrain along this route. 


Fig. 6-11. The battle rages inside the sandcrawler, 
but Jawas are no match for sandtroopers. 


Regardless of the path you take, once you've 
taken Dellis inside the sandcrawler, the 
_ mission ends. 
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Fig. 6-10. The Jawas around the sandcrawler 
won't attack until you do. _ 


THERE'S ROOM IN 
THE SANOCRAWLER 
FOR ONLY SIX OE 
YOUR UNITS. IF Six 
SANOTROOPERS 
ENTEREO T°4E SANU- 
CRAWLER. HAVE ONE 


Fig. 6-12. Move Dellis into the sandcrawler 
to end the mission. 
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Part Ihree 


Primary Mission Objectives 


B Follow Captain Tulon's orders. 

B Dellis must survive. 

B Find Ben Kenobi's house. 

B Get Dellis inside Ben Kenobi's house. 


Secondary Mission Objectives 


B Destroy structures at the Jawa camp. 


New Units and Structures 


B Troop Carrier 

B Command Center 

B Auto-Turret Generator 
B Air Control 

B Auxiliary Control 

B Anti-infantry Turret 


Missian Strategy 


Although still a training exercise, this mission is 
far more complicated than the first two. The 
missing droids weren't at the farmer’s house, 
and have been traced into the Dune Sea—a large 
wasteland on Tatooine. It's a rough area, filled 
with aggressive Tusken Raiders. The only way to 
enter the area safely is with the additional 
strength of a Command Center. 

Your tutorial this time revolves around build- 
ing a base. You'll learn to bring down new struc- 
tures and reinforcements. And you'll receive 
instruction from Captain Tulon in various battle- 
field postures and how to organize patrols. 

When the tutorial ends, you still have a few 
Command Points left. Use some to bring down Fig. 6-13. Your new Command Center arrives, 
an anti-infantry turret and place it west of your courtesy of the builder shuttle. 

Command Center to defend your base against 
Tusken Raiders. 
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You've been told your position is near the out- 
post town of Anchorhead. The town lies just 
north of your base. Select the troop carrier and 
see if it's full. If 


it isn't, add 

enough DON'T WORRY 
WHEN THE MISSION 

sandtroopers STARTS AND YOUR 


from among SANDTRODPERS ARI 
MISSING. THEYRE 


those you pur- ĳ INSIDE THE TROOP 
chased in the md ei 

tutorial to fill 

the carrier, and then move it toward the town. 
On Anchorhead'’s southern edge you'll 
encounter a group of four sandtroopers. Move 
the troop carrier alongside them to bring them op 
under your control. Fig. 6-14. Place your new turret west of the 
base, where it can defend against incoming 
Tusken Raiders. 


N BEFORE YOU GET TOO | 
A INVOLVED. DO SOME- 
THING WITH DE Lis. 
IF HE DIES. THE 
MISSION FAILS. 

GARRISON HIM IN 

ONE OF YOUR STRUC- 


mies TO KEEP HIM SAFE. | 


Send two sandtroopers north along the east 
edge of the town. They'll come to an anti- 
infantry turret, which they can enter and take 
over. Send the other two sandtroopers west 
along Anchorhead's southern edge. These two 
will also find an anti-infantry turret, which they 
should take. The town is still protected from 
Tusken Raider attacks, but you'll get the 
Command Points when these turrets go into 
action. And you'll gain a slow but steady trickle HNE ROR sandro 

of Command Points simply by possessing them. za aen control of two vital structures 
This trickle, however, is minor compared to ri ded 

what you get from the sandcrawler next to the base. Once the two turrets are e yours, send the 
troop carrier back to your base. TUE 

By now, you should have enough Command Points to bring down a few extra units. If you | Ze 
don't, wait until the turrets and the sandcrawler have brought in 350 Command Points. Use these 
to purchase two AT-PTs and a dewback, and set them down just south of your base. When they en 
arrive, group them together with the troop carrier and another of your dewbacks and move this anr 
group south. 

The group should have no trouble reaching the map's southeastern corner. Once there, move 
them west along the southern edge. They'll run into isolated groups of Tusken Raiders—some on 
banthas, but most on foot. They’ll pose little difficulty, and the sandtroopers won't need to exit, 
the troop carrier for these battles. 
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Fig. 6-16. Killing the locals in the turrets may not Fig. 6-17. A group of two AT-PTs and the loaded 
be nice, but it ensures you the Command Points troop carrier should be able to handle the battles 
for destroying attacking Tusken Raiders. to the south and west. 


Before long this mobile group will find sanderawler tracks. Follow them west until they turn 
south and out of your jurisdiction. Just north of there, near the map’s western edge, you'll find 
the Jawa camp. A number of buildings stand there, including several small trading posts, but you 
need concern yourself with only the Jawa factory and the Jawa tent. Get the sandtroopers out of 
the troop carrier, select the entire group, and tell them to attack the two buildings. The Jawas in 
the area won't retaliate. After the buildings are destroyed, you'll gain a Command Point bonus 
for completing your secondary objective. 

Slowly move this group north, fighting off large bands of Tusken Raiders. Because Tuskens are 
more prevalent here, keep the sandtroopers on foot for additional firepower. Continue north to 


Fig. 6-18. The Jawa factary and the Jawa tent lie in hé map's southwestern corner. 
Your mobile force will destroy them easily. 
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the abandoned farmhouse. Position this battle group there for now. Put them in a guard posture, 
if they aren't already, and return to your main base. 

Your recent battles, as well as the constant gain of Command Points from your two tufrets in 
Anchorhead, will have provided you a huge number of Command Points by now. Purchase six 
AT-PTs and set them down just north of your main base. At the same time, purchase a second 
troop carrier and set it down south of the base. 


Fig. 6-19. The abandoned farmhouse makes a good place to hole up. A ras Tusken Raider force lies 
| north | of the house. 


Select the AT-PTs and move them west through the center of the map. You want to clear out 
all the Tusken Raiders congregating there. Six AT-PTs will find this an easy job. Keep moving 
them west until they reach your units near the 
abandoned farm. Then send this battle group 
north until you find the wide road there. If sev- 
eral AT-PTs are badly damaged, send them to 
the group near the farmhouse; there’s no reason 
to risk losing them. 

Back at the farmhouse, pack the sandtroopers 
in the troop carrier and send it up with the AT- 
PT group. Move this group of AT-PTs and the 
troop carrier up the road to Ben Kenobi's 
house, situated on a ridge near the map'’s north- 
west corner. Sand People populate this location, 
so don't hesitate to destroy them. When resist- 
ance dies down, send a sandtrooper into the 


 eIFSmpuld be empty. Fig 6-20. Move the group of AT-PTs though the 

All that remains is to get Dellis into the center of the map and take out the Tusken Raiders 
house. Because you have a second troop carri- _ MK GLE GERRIE UNC 
er, the fastest way to get him to Kenobi’s house KAMER ARR ERRUERLET 
is to use it. Get Dellis and put him in the second 
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jn A Fig. 6-22. Your pkt: may encounter some 
Fo e2 „This wide halzen straight 8 resistance around the house, but nothing they 
| can't handle. 


troop carrier. You may want to put a few additional sandtroopers in the troop carrier, as well, 
but this isn't necessary. 

You've already cleared a direct path to Kenobi’s house, so send the troop carrier across the 
middle of the map, and then up to the northwestern corner. When it reaches its destination, 
have Dellis leave the troop carrier and enter the house. Before the mission ends, make sure you 
have four troop transports and six AT-PTs to carry over to the next mission. These are not 
absolute necessitites, but they are very helpful. 


Fig. 6-23. Move Dellis to Kenobi’ s hbs Fig. 6-24. When Dellis enter Kenobí's house, the 
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using your second troop carrier. mission ends in success. 


Äs the mission ends, you learn that the droids have been traced to a pirate ship that recently 
escaped from the city of Mos Eisley. The ship escaped into hyperspace, headed 
for either Alderaan or Ruul. Moff Tarkin's battle station heads for Alderaan as you go 
to investigate Ruul. 
Thanks to your actions on Tatooine, you're promoted to captain. 
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h J ou survived your desert 

training missions, and the 

taste of combat has left you hun- 
gry for more. 

You'll get it on Ruul. 

The stolen data has gone to 
Alderaan and is no longer your con- 
cern, but important developments 
on Ruul need your attention. Rebel 
forces are strong there, so you'll get 
your first chance to fight a well-organ- 
ized opponent. 

And with a little luck, you'll crush 
the Rebels in your fist. 
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Primary Mission Objectives 


B Capture the computer complex. 
B Get Dellis into the computer complex. 
MB Dellis must survive. 


Secondary Mission Objectives 


B Capture the Rebel Command Center. 
B Capture three bunkers or mining structures for Command Point gain. 
B Capture Rebel turret(s) with stormtroopers. 


New Units 


B Stormtrooper 
MB Antivehicle Turret 
MB Antiaircraft Turret 


Mission Strategy 


The smuggler'’s ship that blasted its way out of Tatooine went to Alderaan instead of Ruul. But 
you have business to take care of on Ruul: the Rebels often use the central computer complex 
there to transmit data. Capture it to stop their transmissions and possibly gather information on 
Rebel activities. 

For this mission, you must build up a sizable base of operations. You'll use stormtroopers 
instead of sandtroopers, but the two units effectively are identical. You have the option of build- 
ing all three turret types. Because Rebels in this — 
part of Ruul have no aircraft, however, antiair- RETURN To BRIEFING ROOM BEGIN LANCNG 
craft turrets are a waste of your Command 
Points on this mission. 

Before the mission starts, you may go through 
surviving units from your training missions. Fill 
an infantry shuttle and an AT-AT barge, and then 
place your remaining valuable units in storage 
to use in later missions. For now, take both 
troop carriers, three experienced AT-PTs, and 
three experienced sandtroopers. Store any other 


unit with at least one bar of experience. Your E-ink ve 
maximum possible carryover from the last mis- { | 
sion is six AT-PTs and four troop carriers 4 


These allow you to gain points to buy plenty 


Fig. 7-1. Select your most experienced units to 
or stormtroopers. accompany you down to the planet. Reserve other | 
| experienced units for later missions. 
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Taking Bunkers 


Supply bunkers and mining structures are Ruul's best Command Point sources. There are three 
of each in the area, one very close to your starting location. Group your AT-ST and two or three 
AT-PTs. Put three or four stormtroopers into a troop carrier as well. Start this group moving 
north along the map's western edge. 

This small group will find the first supply 
bunker immediately. Several Rebel troopers 
guard it; your AT-PTs will take care of them easi- 
ly. Unload the stormtroopers and send them 
into the bunker to take it over. It will generate a 
steady stream of Command Points, and you'll 
need them right away. 

The battle should have given you enough 
Command Points to bring down an auto-turret 
generator, so use 100 Command Points for this. 
Focus your attention on the new supply bunker; 
the Rebels will send in units to try and reclaim 
it. When Rebel infantry show up in a transport, 
attack the transport until it unloads its units; 
then attack the infantry relentlessly. Replace vn oen man an maple ze 
your losses with units from your base. Fig. 7-2. Your initial battle group will find a supply 

These attacks happen at regular intervals, bunker near your base. Crush the infantry around 
and add to your Command Point total. Use the KMR LEC RL AUdU JSA OREL LE 
points to bring down a few turrets, including 
one north of your new supply bunker. An anti-infantry turret is your best choice there. It won't 
do much against the transports, but it drastically reduces the Rebel infantry life span. 

Keep close tabs on your Command Points. As 
they increase, you ll want to add turrets to your 
base. Place the first (anti-infantry) turret near 
B the bunker you took to defend against further 

rj Rebel attacks. 
, Your Command Points will creep up, thanks 
to the bunker, and occasionally spike when the 
Rebels attack. Hold tight until you can bring 
B down two more AT-STs, two AT-PTs, and four 
\ more stormtroopers. Place the stormtroopers in 
the AT-STs when you can. Group these and send 
| them to your bunker, and add one of the AT-PTs 
i EA from here to the attacking group. Send this 


EE 5 e group of five venicles north, hugging the ik er 


300 


Fig. 7-3. An anti-infantry turret near the bunker 
helps defend against Rebel attacks. 
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Ee canyon wall. As they round it, they'll discover 
A the second supply bunker. Move in and take it 
Ne. as you did the first one. 


This bunker will take the brunt of the Rebel 
attacks now, so send additional vehicles to this 
bunker as you can to protect it. A large Rebel 
attack may succeed in taking it back. If this hap- 
pens, don't worry: you can recover it. Keep sev- 
eral AT-STs to attack Rebel transports and a 
large group of AT-PTs to fight off the infantry. 


in JL Completing 
Ra Secondary Mission 

EF d d Fig. 7-4. While the AT-PTs take out the infantry, 
(Kk Objecti ves the AT-STs can move ín with the stormtroopers. 
It's time to complete at least two, and possibly 
\ all three, of your secondary objectives. Doing so will earn you a flood of Command Points and 
ka establish an advance base, thus making the rest of the mission run far smoother. 

R First, bring down four to six stormtroopers and a few AT-PTs, placing the stormtroopers in a 


troop carrier when you can. When this group is ready, send it east along the high canyon walls. 
Keep this group moving east whenever possible, and north when they must. They'll encounter 
small groups of Rebel infantry, but the AT-PTs should have little trouble destroying them. 

| Near the middle of the map area, this group will find the first mining structure. Rebel infantry 
| guard it from a nearby hill, but, again, your AT-PTs should have little trouble picking them off. 
6 Move the vehicles past the mining structure and 
| stop them just north of it. Unload the 

E e stormtroopers and send them in 

F to take over. 


Fig. 7-5. This new battle group will run into sever- 
al masses of Rebel infantry. Keep the troop carrier 
back and let the AT-PTs do their job. 
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This completes one secondary objective, for 
a nice influx of Command Points. The AT-PTs will” 
do an excellent job of fighting off Rebel infantry 
that come to reclaim the mine. You can leave 
this structure alone for the rest of the mission. 
Check back now and again, though, to see how 
the AT-PTs are holding up, and perhaps replace 
them with fresh units. 

For your next objective, check your units at é, 
4 your northern bunker. Then, back at your base, 
purchase enough AT-STs to create a group of six 
healthy vehicles and enough AT-PTs to create a E 
ee group of three. Move a troop carrier back to | 
Tal a’ your base and fill it with six stormtroopers. 
Then send all your newly purchased units up to 
your northern supply bunker. 

Using these new units and the relatively 
healthy ones already there, you'll put a serious dent in the Rebel position. Group the AT-STs and | 
ÀT-PTs and send them north. They'Il encounter an anti-infantry turret at the map'’s northern s 
edge. Ignore it for now; send the vehicles past the turret and have them target the Rebel infantry. en 

Once the turret is occupied, move in with the troop carrier and send in a pair of stormtroop- 
ers to take it over. This shouldn't take long. However, given your firepower, the turret may well 
be destroyed before you can take it. Don't worry, though; you'll take other turrets soon enough. 


UIA Om 0de 


Fig. 7-6. As the vehicles stand guard, stormtraop- 
ers enter the mine to claim it for the Empire. 


Fig. 7-7. Move the vehicles left of the turret and | 
take out the Rebel infantry. | ava. 
Fig. 7-8. Capture the turret or destroy it. 


Either way, it clears a path to the 
Rebel Command Center. 


N 
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Your vehicles should now crush any Rebels in 
the immediate area. Remaining stormtroopers 
should move in and take over the Rebel 
Command Center. This accomplished, you will 
have fulfilled another secondary objective. More 
important, you can now bring down reinforce- 
ments here instead of back at your main base. 
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The Turret Gambit 


It's time for one of this mission’'s most signifi- 
cant battles. Assess the forces near the 
Command Center you just took: you should have 
three or four AT-STs in good shape, and two or 
three AT-PTs also in good working order. Bring Fig. 7-9. With the Rebel Command Center in 
down replacements for damaged units so you ere lisa atd, a: 4 bring down units 

again have six AT-STs and three AT-PTs Leigh pe 

unscathed or in good health. Garrison one 

stormtrooper in the Command Center and send the others back into the troop carrier. Buy 
enough stormtroopers to fill the troop carrier. 

Group your healthy units and send them east along the canyon wall to the north. The troop 
carrier should follow your main force. The road here curves north, and as your vehicles round 
the corner, they'll run into three Rebel turrets and assorted Rebel infantry. Have your AT-STs 
attack the central turret while the AT-PTs take care of the infantry. As soon as the enemy turrets 
are engaged, move in the troop carrier and take over the twe antivehicle turrets. 


Fig. 7-10. The AT-STs engage the turrets while the 
troop carrier moves in with stormtroopers. 


Fig. 7-11. You may be able to steal all three tur- 
rets if you work fast enough. 
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Leave a single stormtrooper in each turret, put | 
the rest back in the troop carrier, and head east. 
You'll find the second mining structure on the 
maps eastern edge. Move in and take it with 
your stormtroopers. Again, reassess your units 
and bring in reinforcements. je | Cu | EE 


3 Fig. 7-12. Another mining structure adds to your 
The Final Push Command Point accumulation. More important, 


EN you ve taken it from the Rebels. 
If you still have a troop carrier near the first min- 


ing structure you took, send it back to your main 
base. At this point, you're probably nearing the maximum number of units, so to get the units 
you need for your final push on the Rebel position you'll cannibalize units at your bases and 
supply bunkers. Don't worry, the Rebels can't mount a serious offensive, and soon you'll elimi- 
nate even that remote possibility. 

Back at your main base, put Dellis into the troop carrier and fill the remaining spaces with 
stormtroopers. Gather all the vehicles, leaving behind an AT-ST and an AT-PT, and send them 
around to your two supply bunkers and the Rebel Command Center you took. In each place, col- 
lect any units in relatively good shape and bring | 
them to the mining structure you just took. 

Once all your units are there, mass them 
together and move them south to the third and b 
final supply bunker. Take it over or destroy it. 
South of this bunker, you'll come to the third 
mining structure. Three anti-infantry turrets to 
the west guard the area. They'll pose no prob- 
lem for the massed vehicles at your disposal. 
Don't bother taking these turrets over. 

South of here lies the second Rebel Command 
Center, guarded by some infantry units and an 
antiaircraft turret. Knocking out Rebel resist- 
ance should take only a few seconds, and | | | | 
your stormtroopers can move in and take Fig. 7-13. Snag the second Rebel 


over instantly. Command Center. 
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P van All that remains is taking the computer com- n 
kt plex. Gather your vehicles and send them to the | 
map’s“Southwestern corner. Several turrets and 
infantry guard the complex here. Move your AT- 
STs against the antivehicle turrets while the AT- 
PTs take out the infantry. With the force you 
have, this won't take long. 
Move in with the troop carrier and unload it. 
Run the stormtroopers inside the computer 
complex. Once it falls into your hands, send 
Dellis in to complete the mission. 


“(eg Part Two 


Fig. 7-14. Move in and attack the turrets. 


fr E 5 = - To save your vehicles, concentrate on the 
Se Primary Mission antivehicle turrets first. 
| Objectives | 
in MB Establish a continuous line of beacons to connect the computer 
il complex to the communications tower. 
r . 
0 B Dellis must survive. 
‚} Secondary Mission Objectives 


B Capture the mining structure. 
B Capture two bunkers. 


“New Unit 
E: B Speeder Bike 


Mission Strategy 


We've cracked the Rebel codes, and the data is 
ready to upload to the Star Destroyer orbiting 
Ruul. The computer complex relay tower was 
or damaged in the attack, however. The only way 
0 + we can transmit the data is to establish a link 


between the computer complex and a communi- 
Jen cations center on the other side of the canyon. 
rss Dellis can set up a series of relay towers to do 
hen this, but the area is swarming with Rebel troops. IN i 
Res 8 You must suppress resistance before the relay Fig. 7-15. Dellis plants the first beacon, but he 


must wait until the area is cleared of Rebels to 


uplink will work. plant the rest. 
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In the hangar, call down at least four AT-STs from the last mission, preferably thoserwith at 
least a single bar of experience. As with the first Ruul mission, a trio of experienced AT-PTs and 
three experienced stormtroopers are good. Make sure you take at least one troop carrierpas well. 

On the planet surface, Dellis sets up the first beacon. When you have control, send Dellis into 
the Command Center to wait until later. Move your AT-STs to the front of your base and sit tight. 

A Rebel transport will move in shortly, and you 
should wait for it to approach before moving 
out. While you wait, call down the builder shut- 
tle with an auto-turret generator. 


Bases and Bunkers 


That initial Rebel attack should give you enough 
Command Points for a turret or two. Start with 
an antivehicle turret and follow it with an anti- 
infantry turret. These two take the place of the 
units you'll send in search of Rebel bunkers. 
Collect two AT-PTs and two AT-STs and move 
them to the west of your Command Center. Load mt D 


the AT-STs with a pair of stormtroopers each. Fig. 7-16. Rebel transports will attack your 
Then move them west from your base along the STEVEN MCT REL EET 
canyon wall. This group will find a Rebel bunker Kideus AUGER ONT 48 OU BER LOU 
just beyond visual range of your base, and they RUK 
should have no trouble taking it over. _ 
If you haven't already, add a few more turrets 
back at your base. You want a network of two or 
three antivehicle turrets and two anti-infantry 
turrets to protect your base against incoming 
Rebel transports and infantry. Keep your AT-STs 
at the base near the turrets to help destroy the 
Rebel transports. And don't forget to garrison 
the turrets—there’s nothing worse than getting 
shot by your own turrets. 


Fig. 7-17. Taking the supply bunkers won't 


be too hard. Use the tactics you used in the first 
Ruul mission. 
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Be 
OC When vour Command Points allow, purchase 


kk two more ÄT-STs, two AT-PTs, and four more 

Ne le stormtroopers. Group these new units and send 
them west, as you did the first group that took 
the first bunker. Keep them moving along the 
canyon wall until you find the second Rebel 
bunker. Take it with stormtroopers to complete 
a secondary objective. This location is fairly 
close to the main Rebel base, however, and 
they'll attack here often. Consider moving in 
additional units to help you hold this bunker. 
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A IN THIS MISSION. 


Fig. 7-18. The second bunker lies close to 

the main Rebel position. Keep this area stocked 
with AT-PTs and AT-STs to prevent the Rebels from 
taking it. 


TURRETS NEAR 


Za 
& € . 
(ek f\ YOU CAN'T PLACE 
nd 
® 9 YOUR BAUNKERS. 


Exploring the Edges 


Fire up your speeder bikes: it's time to explore. You need to check the edges of the map to get a 
better idea of the terrain that lies between you and the communications center in the north. 
Your fastest units, speeder bikes, are perfectly suited to this task. Send one along the canyon 
walls to the right until you spot the Rebel mining structure. Then bring it back to base. Taking 
the mining structure is a secondary objective, 
and locating it is important. 

You could send the other speeder up the left 
side of the map, past your two bunkers, to inves- 
tigate the area to the north, but this part of the 
map is infested with Rebel infantry. You're much | 
better off moving in with a group of three or four | 
AT-PTs to clear the Rebels out. Investigate all the 
way around the left side of the map, following 
the circular canyon walls to a point just south of 
the communications center. Get too close, and 

nd the anti-infantry turrets will shred your AT-PTs. 
Jt The best idea is to bring down another pair of 
pdf AT-STs, two more AT-PTs, and four more 
ET stormtroopers. Send this group out to take the 
mining structure. Hug the canyon wall as you 


Fig. 7-19. Your speeder bikes allow you to scout 
approach: an antivehicle turret stands west of terrain quickly. You must locate the mining struc- 


the mining structure. Keep your vehicles south _ RURAL CR UE KE 


of the structure and out of range. 
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AFTER YOU TAKE THE 
MINING STRUCTURE. 
BRING OUT THREE 
STORMTROOPERS 
ANO SEND THEM 


INTO THE ANTIVEHICHE 
TURRET. UNLESS YOUR 
LUCK IS VERY HAD. TWO SHOULD 
MAKE IT IN AND TAKE IT OVER 
EASILY. 


With the mining structure in your possession, 
you have tremendous Command Points 
resources, and the Rebels have no resources at 
all. At this point, you may go for the quick win, 
or you can try to annihilate the Rebel position, Fig. 7-20. Keep your vehicles behind this stone 
and then complete Dellis’s objectives. pillar for protection from Rebel turrets. 


The Quick Win 


Back at your base, order down six AT-STs. Send this group around the right side of the map, past € 
the mining structure. Keep moving around the canyon exterior. As you near the communications 

center, take AT-PTs along to help take out Rebel infantry in the area. Send in the AT-STs to take 

out the turrets around the communications center. There's no way to take over the center, so 

don’t bother sending in stormtroopers. 


ANTI@F ANTPE TURRET 


& fr» 
a 


Fig. 7-21. A force of AT-STs will clear the turrets near the communications center and allow Dellis to 
set up the network of beacons. 
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Now comes the tricky part. Call down a cou- 

| ple of AT-PTs. When they arrive, bring out Dellis 
Nee fromthe Command Center. Inch along the right- 
hand canyon wall and have Dellis plant beacons 
at regular intervals until he reaches the commu- 
nications center. The Rebels may attack, but the 
AT-PTs should provide protection enough for 
Dellis to get the job done. 

You must be very quick to complete the bea- 
con network, because the Rebels will recognize 
their importance and move to destroy them. It's 
a good idea to move a couple of AT-PTs to guard 
the beacons in areas unprotected by your main 
base or your units near the mining structure. 7 

Once you rig up a complete network of bea- Fig. 7-22. Dellis has set up the beacons, but Rebel 


Gen action has destroyed two of them. Protect the bea- 
en sslongends; cons you place with AT-STs and AT-PTs. 
Attrition 
The longer, slower, and ultimately safer way to Ll 


create the line of beacons to the communica- 
tions center is to destroy the Rebel base at the 
center of the map. This is tough, though, 
because Rebel turrets surround the base. You'll 
sacrifice a number of AT-STs, but good planning 
can make your job quite a bit easier. 

To start, bring down a group of six AT-STs and 
several AT-PTs. Group these units and move 
them toward the unexplored area at the middle 
of the map. Inch them forward slowly. As soon 
as you spot a turret, move in to attack. Your 
vehicles should attack any antivehicle turrets in : 
range, joined by AT-PTs once you've dealt with Fig. 7-23. Take out the turrets guarding one 
infantry in the area. approach to the Rebel Command Center. 

Your goal with this attack is to knock out the ARKE SIË 
turrets guarding one entrance to the Rebel area. | 
As soon as the turrets are down, pull your forces back to your main base. You'll probably bring a 
few Rebel infantry with you, but your turrets will handle them. 

Assess your forces, replacing anything lost or badly damaged. Bring down six stormtroopers 
and load them into a troop carrier. 


AND VEETLE TREES 
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Now comes the mission’s most difficult part. 
Send your group of AT-STs and AT-PTs back to 
the Rebel base through the passage you 
cleared. Move your force into the base to draw 
“turret fire. When they re all engaged with your 
AT-STs, move in the troop carrier, unload it, and 
send all the stormtroopers into the Rebel 
Command Center. The Rebel troops in the 
Command Center are experienced, but your 
stormtroopers should have no trouble eliminat- 
ing them. 

When the Command Center is yours, pull 
back your AT-STs and AT-PTs. The Rebels may 
attempt one last desperate attempt to take back 
their Command Center, so keep your AT-PTs Fig. 7-24. Once your stormtroopers enter the 
near to kill attacking infantry. Command Center, you should have no trouble 

You've eliminated any possibility of Rebel holding it. 
reinforcements. All they have now are turrets, 
and even if they use them to destroy this Command Center, they have no way to get a new one. 
In effect, Rebel resistance here is dead. You can ignore the remaining turrets. 

Take Dellis out of the Command Center at your main base and place the beacons along the 
right side of the map all the way up to the communication center. To complete this a little more 
quickly, call down a speeder bike and have Dellis use it to move from point to point. Once the 
string of beacons is up, the mission ends. 


COMMAND CENTER 


Conclusion 


Regardless of the path you take, you'll learn a 
few interesting things at the end of this mission. 
First, the data recovered from Ruul indicates the 
Rebels have infiltrated Imperial energy collec- 
tion facilities on Sarapin. General Brashin asks 
you to head up the operation there. And you 
now report directly to Brashin, because Captain 
Tulon has been reassigned. Finally, and perhaps 
most importantly, you've been given another 
field promotion—to Commander. 


Fig. 7-25. With Rebel resistance crushed, Dellis 
can plant beacons easily without fear of attack. 
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T+ transfer of Tulon is something 
of a mixed blessing for you. 
Although it has helped your rise 

in the ranks of the Imperial military, it 

also puts additional pressure on you 
to perform. Sarapin will be the first 
real test of your ability to command 
without the safety net of your mentor 
to guide you. And the questions 
remain: What did Tulon do that caused 
him to be reassigned? 

And can you avoid the same mistake? 


Chapter 8 Crisis on Sarapin 


Part One 


Mission Objectives 


B Garrison all energy collection facilities. 
B Dellis must survive. 
B Send Dellis into each energy collection facility. 


New Units 


B Probe Droid 
Mm AT-AA 


Mission Strategy 


The Rebels have taken five Imperial energy collection facilities on Sarapin. The situation is seri- 
ous and we must rectify it inmediately. You must reclaim these five facilities and garrison each 
with a group of stormtroopers. The Rebels are far more firmly entrenched on Sarapin than they 
were on Ruul, so your combat skills must be in top form. 

From the hangar, take three experienced AT-PTs, three experienced stormtroopers, and as 


many experienced AT-STs as you can. These will be invaluable in the mission’s first minutes. | 
Äs the mission starts, you'll come under immediate attack from Rebel airspeeders. Your Ì 
E: 


stormtroopers are your only defense until the AT-AT barge arrives with your AT-AA. This unit will 
do a nice job of frightening off the airspeeders— 
and, with a little luck, it will score a kill. 

You must act quickly. Fortunately, you have a 
good supply of Command Points to work with. 
First, order an auto-turret generator and place it. 
Äs that is being delivered, move a group of three 
or four AT-PTs north of your Command Center. A 
small contingent of Rebel infantry will approach 
and attack, and these units will stop them. 

When the AT-PTs are on the move, order three 
speeder bikes and position them in the south- 
eastern corner. 

Next, move your AT-AA and your troop carrier 
east, behind the Command Center, and set your P- | , 
experienced AT-STs to the west to defend Fig. 8-1. Your powerful AT-AA pushes back the 
against Rebel incursions. When you can access KAREN GENE 
the builder shuttle again, bring down an antive- 
hicle turret and place it to the west. The Rebels 


will send in a tank and several transports, and this will help defend against them. 1 
(an 
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Fig. 8-3. You spent a lot of your initial Command 


When you get the chance, bring down two 
anti-infantry turrets—one for the northern side 
of your base and one for the west. Position a 
couple of antiaircraft turrets to guard the west- 
ern side of the base, as well. Bring down another 
shuttle of three speeder bikes, and, when you 
can, a group of three or four stormtroopers. It's 
time to cut out the Rebels’ heart. 


Yaur First Acquisition 


You're about to steal a Rebel Command Center 
and use it as an advance base to attack the & hokake …_d. Dn 
Rebel center of activity. Ilf you can strike them Fig. 8-2. It pays to prepare near the start of the 
hard and fast, you'll damage their ability to mission for this Rebel attack. 

retaliate throughout the rest of the mission. 


The trick to this lies in the speeder bikes you just purchased. Group them and put an extra 
stormtrooper on each. Send this group of six speeder bikes with their dozen stormtroopers 
northwest. The speeder bikes can outrun most Rebel units you'll encounter and can cross over 
the streams of lava crisscrossing the terrain. Follow the lava stream to the second energy collec- 
tion facility, then head northwest to find the Rebel base. 


te £ Mm arg eren mer Pr rar 


n É RT, P: we 


| Fig. 8-4. This force of stormtroopers is fast (thanks 
Points, but you made your base far more secure. to es: age bikes) and powerful (thanks to their 
| numbers). 
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Fig. 8-5. You will probably lose a speeder bike, Fig. 8-6. The Rebel Command Center and the 
but don’t worry. Your 10 remaining stormtroopers antiaircraft turret fall to the Empire. 
are enough to do the job. nn 


Dismount just south of the Rebel base. If you can‚ draw off the Rebel infantry in the area and 
kill them. Then move the stormtroopers into the base. Your goal is to get two stormtroopers into 
the antiaircraft turret and as many as possible into the Command Center. With a little luck, you'll 
take both buildings. 

Às soon as you take the Command Center, position a shuttle of six stormtroopers north of the 
two Rebel turrets. Send them into the turrets to take them over. There's a good chance the other 
two Rebel turrets will destroy the antiaircraft turret you took. If this happens, simply replace it 
with one of your own. You now have a very 
strong position deep in Rebel territory. 


Taking Over 


Jump back to your main base now, and call 
down two AT-AAs. Group them with two AT-PTs, 
two AT-STs, and a pair of stormtroopers. Send 
this group north from your base and take the 
first of the five energy collection facilities. The 
AT-AAs are there to destroy the Rebel airspeed- 
ers that attack as you move in. After the 
stormtroopers take the facility, you'll get a new | 
mission objective: the codes have been à 


changed. You must bring Dellis to each of the Fig. 8-7. The Rebel base is yours. You'll use this . 
five facilities as you capture them. Send Dellis to BISK OE Ne RU ET ER | pu 
this facility when you have a chance. pi ld 
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Fig. 8-8. Without the AT-AAs, Rebel airspeeders _ 
will destroy your attack force. 


Rebel operations. 


At the Rebel Command Center you captured, call down six AT-STs and six speeder bikes 
north of the base. Send all 12 units to the map’s northwestern corner, with the AT-STs south of 
the speeder bikes. When all units arrive there, move them south. 

After a short walk, you'll enter a clearing containing the Rebel base. Move in with the AT-STs 
to draw anti-infantry turret and tank fire; then send in the speeder bikes. Move past the turret 
and the airfield, and send the infantry into the antiaircraft turret to take it over. Wlien you have 
it, move the AT-STs near the turret and have them attack the airfield. This will move the Rebel 
airspeeders close enough for your new turret to fire on them. Ì 

— You may lose all the AT-STs, but this 

shouldn't concern you. Any stormtroopers that 
don’t make it inside the turret can attack the 
airfield, and the turret can handle Rebel air- 
speeders. Buy replacement AT-STs and send 
them to this area to destroy the Rebel turret 
and the Command Center. You may want to 
bring down a few extra stormtroopers as well. 


Fig. 8-9. Your next attack goes for the heart of 
' 
h 
| 


ALTHOUGH IT'S POS- 
\\ SIBLE TO CAPTURE 
\ THIS COMMANO 


Fia. 8-10. Your Beed bikes sneak magt the 
Rebel turret and units to steal the antiaircraft 
turret behind their lines. 


CENTER. THE GARRI- 

GON OF SIX REBEL 

TROOPERS COMPLI- 
CATES THE TASK. 
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Fig. 8-11. Because you destroyed the Rebel Fig. 8-12. Take out the turret to gain access to this 
Command Center, the Rebels can bring in no more energy collector. 
reinforcements. | 


Two energy collectors stand in this area, both on the other side of the lava river. Gather your 
stormtroopers and put them on the speeder bikes near the turret. This group should have no ze 
trouble taking the two energy collectors. Don't worry about getting Dellis to the collectors yet; 
you'll have time to do that when the mission is a little closer to completion. 

You may encounter some resistance at the energy collector directly across the lava river 
from the antiaircraft turret. If Rebel infantry is 
positioned there, swing your AT-STs back 
around and wipe them out. 

Return to your main base and select a group 
of AT-STs. You should still have a good number 
of them, and the Rebels can't mount a large 
enough offensive to really threaten your base. 
Send the AT-STs north along the eastern edge of 
the map and circle back near the top to take out 
the anti-infantry turret next to the energy collec- 
tor there. It's a good idea to send a few AT-PTs 
with this group, as well, because several groups 
of Rebel infantry hang out in the northeastern 
corner. Send stormtroopers on speeder bikes to 
take this energy collector. 


me aan € eN : a 


Fig. 8-13. Dellis changes the codes, allowing the 
Empire to reclaim the energy fram these structures. 


Finishing Up 
Now you have four of the five energy collectors. Send a speeder bike with a single stormtrooper 
to the first energy collector you took and put Dellis on it. Then send him to the other three ener- 
gy collectors so he can change the codes. / Yv 
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Meanwhile, send the AT-STs near the old 
Rebel Command Center to the map's southwest- 
ern cofner. Then move them east. They'll find 


the final energy collector just west of the lava Protar GEECTNES 
BRNG DELUS TO EACH COLLECTION FACT 


river there. If they encounter Rebel resistance, 
have them take it out, and then move in a few 
speeder bikes with stormtroopers and Dellis. 
Send the stormtroopers to take over the energy 
collector. When it's in your hands, move Dellis in 
to complete the mission. 

After Dellis changes the codes on the last 
energy collector, one of your stormtroopers 
reports that the Rebels have attacked a drilling 
platform. This causes one of Sarapin’s many vol- Een an 
canoes to erupt. The first energy collector you Fig. 8-14. You've completed the mission, but 
took explodes from the strain, taking out the you're not through here just yet. 
stormtrooper garrison and all units in the area. 
Thus, you should move these units away from 
that energy collector before you send Dellis into 
the last building. 


Part Two 


Primary Mission 


Objectives 


B Capture the drilling platform. 

B Get Dellis into the drilling platform. 
B Dellis must survive. 

B Eliminate the nearby Rebel base. 


Fig. 8-15. When your energy collector blows up, 
don’t worry. It was supposed to happen. 


Secondary Mission Objective 


B Garrison all energy collection facilities. 


New Units and Structures 


B Mobile Artillery 
B TIE Fighter 
B Landing Platform 
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Missian Strategy 


Rebel activity at the drilling platform has cost 
you an energy collector. You must rectify this sit- 
uation immediately. A quick solution is to simply 
destroy the drill to remove it from Rebel hands, 
but the platform represents a huge Imperial 
investment. Brashin—and, worse, his superi- 
ors—will be very upset if the drill is destroyed. 
You must take back the drill, and quickly, before 
the Rebels can use it to overload your other | 
facilities. ir 
From the hangar, take four experienced 
AT-STs, one AT-AA, three stormtroopers Ene at ME, ES 
and three AT-PTs. When you're ready, start Fig. 8-16. The Rebels will hit your base 
your landing. often and hard. Protect it as well as you can 
You must act very quickly on this mission. with turrets and AT-STs. 
The Rebels will attack your base often and in 
force. Bring down an auto-turret generator immediately; then 


nd 


place several antivehicle turrets east of your Command Center. EEN DON'T USE THE SAM fs 
An antiaircraft turret or two is a good idea, as are anti-infantry a Vg 

turrets, when you can afford them. As you bring these turrets Cn ONDEREN THIS B 
down, you must create an attack group of two AT-PTs, two SS GARRISON THOSE IN 

AT-STs, and two AT-AAs. Also, fill the troop carrier with a new ee ee 

group of six stormtroopers. You'll use this group to take over t tn ge an 


he energy collectors. 


Two Collectors 


and a Base 


Send your attack group first to the map’s north- 
western corner to take out Rebel resistance. 
Move east from there until you find the energy 
collector; have your stormtroopers take it. Then 
move the group to the southwestern corner, and 
again east, to the second energy collector. Your 
group can take it easily. With these two struc- 
tures, you'll have a supply of Command Points 

steady enough to offset the units you'll need for D_ rep CE EN 


your operation’s next phase. Fig. 8-17. Move your attack group in to take the 
energy collectors. They're not critical, but they'll 
give you some additional Command Points. 
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Fig. 8-18. This group will take out a number of Fig. 8-19. It’s a massive force, but you need it to 
Rebel positions and clear the way for the team accomplish your goals. 
that will claim the drilling platform. A 


ÀÄs you work on the energy collectors, call down a group of six AT-STs and three or four AT- 
PTs. When the AT-AT barge is available again, bring down three AT-AAs. This group will take out 
the Rebel base, and that will free you to move about on the map. Move your massive group east 
from your base and explore. 

Move straight east, taking out Rebels in your 
way. Focus on reaching the map's eastern edge. 
You may want to add units from your initial 
mobile force (the one that took over the two 
energy collectors), as well. Bring in three speed- 
er bikes and send them along. 

Send this force to attack the Rebel airfield in 
the map's southeastern corner. You'll take a lot 
of damage from airspeeders, but don't worry 
about this yet. While your forces are thus 
engaged, move in your speeder bikes and take 
the antiaircraft turret next to the airfield. This 
zi will eliminate the airspeeders. When the airfield 
is down, move in your vehicles and destroy the 
other turrets. You may be able to capture one; 


w Fig. 8-20. As your forces engage the turrets and 
it's worth a try. destroy the airfield, your dh rargnd Gan steal 
With this task complete, it's time to enter the antiaircraft turret. 


the next phase of the operation—an aerial 
assault followed by the recapture of the 
drilling platform. 
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Fig. 8-21. With the landing platform, you gain 
access to TIE fighters. 


nd 


Fig. 8-22. Use the TIE fighters to take out the 
Rebel attack tanks atop the volcano. 


Against the Time Limit 
Back at your base, call down a flight control building. As soon as the builder shuttle is available 
again, call down a landing platform. When it arrives, you'll gain access to TIE fighters, which will 
make the next part of the mission much easier. 

When you can, buy a wing of TIE fighters. Don't worry, they're cheap. Send five or six over to el 
the large mountain in the map's lower-right quadrant. The drilling platform stands at the top of 
this huge volcano, and as your TIE fighters fly over it, you'll discover it also holds a bunch of 
Rebels. Use the TIE fighters to destroy the Rebel attack tanks there, and then send them back 
home. Sniping at the Rebels isn't worth the trouble. 

Back on the ground, send your surviving AT-PTs and AT-ÀAs back to the center of the map. 

ms You'll spot the third energy collection facility in 
the middle of the map, along the southern edge. 
Keep it in mind, but don't worry about it now. 
Instead, send your AT-PTs and AT-AAs up the 
ramp to the top of the volcano. The AT-AAs will 
clear out enemy airspeeders as the AT-PTs 
destroy Rebel infantry. 


As your units head up the ramp, put Dellis ar 

and three stormtroopers into a troop carrier or 28: 

Ô 5 a pair of AT-STs and send them up the ramp. The © 

"ee T =: drilling platform lies at the center of the top of ie 
nd oe the volcano. Move in and send stormtroopers to ek — 

Í í claim it. After they do, move in with Dellis to ti 
ZA hb nh echie ed N take it over and end the danger. % Ken 


Fig. 8-23. After you clear the top platform, move 
in stormtroopers and Dellis to take back the drill. 
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Fio. 8-24. General Brashin neder 


your celebration to give you another order: 
Destroy the Rebel base. 


You'd think it was time to move on, but again, before you can enjoy that feeling of satisfaction, 
General Brashin appears and tells you to take out the nearby Rebel base. Your work isn't 
over yet. 


The Rebel Base 


The northeastern corner is the only place on the 
map you haven't explored at this point. The 
Rebels must be holed up here. They are, and 
their position is very strong. You have a lot of 
work ahead of you, but if you plan it correctly, 
you shouldn't have much trouble routing them. 
First, send a couple of stormtroopers down to 
where you saw the third energy collector. You 
may as well complete your secondary mission 
objectives. Two stormtroopers can take it easily. 
You may also find that Rebel tanks are attack- 
ing your northernmost energy collector. If so, 


send in some units or use your TIE fighters to Fig. 8-26. If your energy collector comes under 
destroy the tanks. Send the units from the vol- ELEANOR OR ERR ERELLSE 
cano and the ramp to the center of the map. 


<1 You'll want most of your vehicles to congregate there for now. It puts them close enough to 
| move quickly into Rebel territory, but protects them from constant attack. 

Select all your TIE fighters and make sure they're in perfect repair. Send them into the dark 
area of the map: you'll find the Rebel Command Center in a very small canyon, protected by 
an antiaircraft turret. Have the TIE fighters attack this first. You'll probably lose them, but 
ED fighters are inexpensive and easy to replace. 
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Have them hit the antiaircraft turret until it's 
destroyed. Then have them wipe out the Rebel 
Command Center to prevent the Rebels from 
bringing in reinforcements. 

At this point, the mission becomes a war of 
attrition, and because you can bring in new 
units, it's a war you'll win. Move your mass of 
vehicles east to the map's edge, and then inch 
them north. The idea is to bring out Rebel vehi- 
cles without engaging the turrets; you'll have 
time for that soon enough. 

As you try to lure out the Rebel tanks, send 
over a group of stormtroopers (on speeder bikes 
or in a troop carrier). When they arrive, move in humsm nen venete de ter 
with your main force and engage the turrets and Bil ZZA AAE GEAN RELGKOI RUL 
tanks. Send in the stormtroopers and have them EENES RACEN ROEL 
take the antivehicle turret. This will make your can concentrate on the Command Center. 
job much easier. 


. de Wd 


Once the turrets are gone, send your force 
against the Rebel airfield. lt won't take long 
to destroy. Once it goes up in smoke, the 
mission ends. 

But it ends on a sour note: General Brashin 
reports that the Death Star has been destroyed, 
and more than a million loyal Imperial subjects 
with it— including high-ranking officers. To fill 
the void, you and Dellis are promoted, Dellis to | 
captain and you to major. As captain, Dellis | We jl 
receives his own command, so this mission Ln 
marks a parting of ways for you. He's off on his 
own as you move on to Yavin to crush the 
Rebels there in retaliation for the Death 
Star's destruction. 
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EE 


at Yavin 


hile your own career has 
jumped forward, the 
Empire has taken a terrible 


blow with the loss of the Death Star. 
Revenge is perhaps not the purest 
of motivations, but in this situation, 
it fits the bill. The Rebels need to 
pay for the loss of one million 
Imperial lives. 


Chapter 9 The 


Mission Objectives 


B Destroy the Rebel Command Center. 

B Rescue the crashed Imperial officer. 

Mm Get Colonel Veers to the Imperial evacuation point. 
B Get Colonel Veers into the landing craft. 


New Unit 


B TR-SD 


Mission Strategy 


Although the Rebels almost certainly have retreated from Yavin, a contingent remains on the 
planet’s surface. Yavin's dense forests and tall hills complicate travei, and confuse and shorten 
sight lines. À larger problem is the dearth of supply bunkers: you can acquire Command Points 
only for what you destroy or take. You must conserve carefully if you hope to complete the mis- 
sion with Command Points left over. 


TESIER’"S IIP 


From the hangar, send three AT-STs, two 


AT-AAs, three AT-PTs, and three stormtroopers. IF YOU CAN CARRY OVER AT-STs ANO MOGILE 
. 8 ARTILLERY FROM THE LAST MISSION. YOU LI 
Naturally, you'll select the most experienced units at B 


your disposal. 


On the planet, immediately bring down an auxii- 
iary control and three mobile artillery units if you 
haven't carried some over from your last Sarapin 
mission. Move your AT-PTs and AT-STs to the front 
of the base, because the Rebels will attack early in 
the mission but with only a few infantry units. Your 
AT-PTs should have no trouble with them. 


TESIER’"S IIP 


YOU CAN USE YOUR STARTING POINTS TO PUR- 
CHASE AN AIR CONTROL STRUCTURE AND A 
CANOING PCATFORM AS WELL AS FIVE TIE 
HIGHTERS. YOU LL BE AOOING THESE BUILDINGS 
ANO UNITS SOON EVEN IF YOU OONT PURCHASE 
FHEM AT THE START OF THE MISSION. 
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Fig. 9-1. Move your more powerful units up front 
to prepare for the first Rebel probes. 


send it north. Move it carefully so you can spy the 


won t last more than a few seconds in combat. As 
you inch north, you'll encounter a pair of Rebel 
tanks. Stop there and collect your forces back at 
your base. 


First Moves 


sE, Send up two AT-STs, three AT-PTs, two AT-AAs, 

| „ and several mobile artillery pieces. The tanks 

k E will probably retreat eastward. Let them. Move 

| on up and set the artillery pieces down in the small 
} hollow to the west. Have these target and 
destroy all the Rebel units they see. This will 
take time, so be patient. The Rebels don't have 
enough units in the area to really harass you. 


terrain without engaging any Rebel units. The droid 
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Fig. 9-2. When you spot the tanks, stop and move 


in with your other units. 


When these attacks end, order a probe droidand Em Bane draa 


GUARO YOUR UNITS CAREFULLY. THIS IS THE 
FIRST MISSION WHERE ECONOMY IS A REAL 
PROBLEM BECAUSE THERE AREN'T ANY BUILO- 
INGS TO TAKE OVER UNTIL YOU START 
ASSAULTING THE REBEL BASE. 
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Fig. 9-3. This is a slow process, but a _ 
necessary one. 
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Once these tanks are gone, move your probe 
droid north until you spot the turrets guarding 
the pass above. Your mobile artillery can hit the 
closest antivehicle and anti-infantry turrets, and 
these attacks will go quickly. Keep an eye on 
your probe droid; it will draw some fire. You 
may need to replace it a couple of times before 
you succeed in destroying the turrets. 

Once these turrets are gone, disengage your 
mobile artillery, since it can't do any more good 
here. Send the group north to where the turrets 
were. A couple of airspeeders will attack, but 
your AT-AAs will handle them easily. Move the —_—— ars 5 oee EE Me 
probe droid in to spot the airfield, and then Fig. 9-4. Your artillery will make short work of the 
have the mobile artillery units attack. turrets, but your probe droid is terribly vulnerable. 


Finding 


THE FARTHER NORTH YOU MOVE. THE MORE 


Á olaonel Vaeers LIKELY YOU ARE TO TRIGGER THIS PORTION OF 


THE MISSION. 


Around this time, you'll get an urgent message. An 
Imperial officer named Maximillian Veers escaped 
from the Death Star and crashed on the surface of 
Yavin IV. You must reach him and keep him safe 
as you destroy the Rebel base. 

The problem is that the path to Veers is very 
tortuous and difficult. Worse, there are a num- 
ber of Rebel units stationed along the way, 
including battle tanks, which will decimate any 
force that attempts to reach Veers. The best 
way to keep him safe is to protect him from the 
air. Call down an air control structure at your 
base and as soon as you can, and follow it up 
with a landing platform. The best place for the 
landing platform is north of your base, in the 
open area. You can place the landing platform 
here and still allow enough space to move units Bn … FF rA 
past it, which is important. Fig. 9-5. Colonel Veers has crash-landed deep in 

Rebel-held territory. You must get to him quickly, 
or a Rebel patrol will pick him up. 
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Fig. 9-6. Place the landing strip to the north of Fig. 9-7. Colonet vers will be very nn to see 
your base. This allows you the freedom to move 8 you. Note the path to him on the overview map. 
units out of your base. 


Create a force of five TIE fighters when the landing platform is in place and send them out 
scouting. Of critical importance are the Rebel troopers scouting near Veers’s location. You 
should also have the TIE fighters eliminate the battle tanks in the south. When the area is clear, 
send the TIE fighters to a holding pattern above Veers to keep him protected. 

With the destruction of the Rebel forces near Veers and in the south, you can send one of your 
AT-STs over to collect Veers. Be careful on this march, because there may be some Rebel troops 
that the TIE fighters have missed. Once you reach Veers, you'll receive new mission objectives. 
Veers must reach an Imperial landing site and be placed onto a shuttle. For now, put him into the 
AT-ST and stash him at the north of the canyon he crashed in. If there are any remaining Rebel 
patrols, they won't explore this area. 


The Rebel Base 


After your mobile artillery takes the Rebel air- 
field, move in the probe droid and have the 
artillery target the anti-infantry turret. 

You have a good supply of Command Points 
now, so do something with them. Purchase a 
few AT-STs and AT-PTs and send them up to 
your main group. And send in a group of 
stormtroopers; those from your base should be 
fine. The Rebels are still too few to mount a seri- 
ous offensive. The quickest way to get them to 
the front is in a troop carrier, but you can place amw arora camo n 
them in your AT-STs as well if you wish. Fig. 9-8. Once the anti-infantry turret is gone, 

move in with your stormtroopers. 
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As your units move into position, send in the 
stormtroopers to take the antivehicle turrets. 
You should get one of these, and it will damage 
the other Rebel installations in the area. Rebel 
forces will move in and destroy the turret, but 
that's OK. 

Send your units in where the airfield was and 
position them in the northwest corner. Move 
your mobile artillery pieces again, putting them 
where the airfield was, and shell the Rebel 
shield generator. Once it falls, you'll have a 
much easier time taking out the rest of the 
base. As you destroy it, move in more 
stormtroopers and take the second antivehicle 
turret (if you haven't already) and the closest 
antiaircraft turret. 


ke IT'S NOT NECESSARY 
TO TAKE THESE TUR- 


RETS. BUT IT WILL 
PROVIDE YOU WITH A 
STEADY STREAM OF 
COMMANO Points. 


When the shield generator goes down, move 
in stormtroopers and take the second antiair- 
craft turret. This will allow you to move in your 
TIE fighters to help take down the remaining 
structures around the Rebel base. More impor- 
tantly, the TIE fighters can scout the area to the 
southeast of the Rebel base for additional enemy 
tanks. There is generally an attack tank in this 
vicinity, and the TIE fighters are the best way 
to take it down without losing any of your units. 


ere 


Fig. 9-9. As you 


stuensn 
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attack the shield generator, your 


stormtroopers gain Command Points for you. 


and Rebel antiai 


Imperial hands. 


USE YOUR AR 
STATIONEO TO 


Fig. 9-10. The shield generator goes up in smoke, 


rcraft facilities are firmly in 


TILLERY ON THE REBEL INFANTRY 
THE EAST OF THE BASE. THF 


ARTILLERY WILL KILL THEM OUICKLY AND MAKI 
THIS AREA MUCH LESS HAZAROOUS FOR THF 
TIE FIGHTERS. 
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Send in your TIE fighters to take out Rebel 
tanks easf and south of their base; then send 
them-around the map to pick off straggling 
Rebel infantry. Have the TIE fighters join in on 
the destruction of the Rebel Command Center. 
Your other units can also move in and help to 
bring it down. It should go down relatively 
quickly, especially with the assistance of the 
mobile artillery. 


THE OLICKEST WAY TO GET RIO OF THE REBEL 
COMMANO0 CENTER IS TO MOVE IN A GROUP Df 
SIX STORMTROOPERS ANO TAKE IT OVER. USE 17 
TO HELP AOD TO YOUR TOTAL OF COMMAND 
PoINTS. THEN. AT THE END OF THE MISSION. 


Fig. 9-11. With the antiaircraft turrets taken over, 
move in the TIE fighters. Be wary of the hover 
tanks in this area. 


SELECT THE REBEL COMMAND CENTER AND HIT 
YDUR KEY TO DESTROY IT. THIS Wilt COST 
YOU SOME COMMAND POINTS. SO YOU MAY 
WISH TO OD IT BEFORE VEERS ENTERS THE 


LANDING CRAFT. 


Fig. 9-12. Use your TIE fighters to take out as 
much of the Rebel presence as you can. The vehi- 
cles are critical. 
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The Landing Site 


When the area is clear, send your TIE fighters 
back to the landing platform for repair, and then 
send them along the route the AT-ST carrying 
Veers must travel. Destroy any Rebel units along 
this path. It shouldn't take long. Then, if you 
wish, you may send your TIE fighters aroundto 
destroy anything else they find. The chances are | 
good that you have taken out almost everything 
already, but it never hurts to pick off any last 
stragglers. AT-PTs would do a quicker job of it, 
but your closest ones are too far away. Let the : nheidetedien oee an. 
TIE fighters handle the mop up. lf you wish, you BK RERSEE KUENEN CT RE BIDET U’) 
can use them to scout any previously unex- takes several minutes, but it allows you to take 
plored areas of the map, especially if you are | care of Veers. 

below the maximum 5,000 Command Points. The 

mission is almost over, and you may as well amass as many Command Points as you can. 

Now you need only walk the AT-ST to the landing site. When it arrives, unload Veers. This will 
signal the landing craft. When it comes down, walk Veers to it to get him off the planet. This 
completes all your mission objectives. 

With the rescue of Colonel Veers, you receive congratulations from General Brashin. You also 
get a personal thank you from Lord Vader, who tells you that Veers is critical to an upcoming 
Imperial operation. Both you and Veers are 
headed for Hoth and a major assault of the lat- 
est Rebel headquarters. It appears you have 
gained the notice of the great Vader himself. 
This can mean a rapid rise. 

It also can mean a very painful fall. 


AT-AAS ARE A 


MUST FOR THE 
NEXT MISSION. 
SO PURCHASE 
THEM BEFORE THIS 
MISSION ENOS. 


Fig. 9-14. Once the AT-ST is at the landing site, are 
the mission is all but over. 
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have revenged the loss of the Death 

Star on Yavin [V. The time has come 
for the final retribution against the 
Rebels who destroyed the Death Star 
and killed over one million loyal 
Imperial subjects. The Rebel base has 
been located on Hoth, an icy planet 
that is otherwise uninhabited by 
humans. Your job is to destroy the 
base, except for the Rebel Command 
Center, which must be captured. You 
are under direct orders from Lord 
Vader for this mission, so your 
actions will be more closely scruti- 
nized than normal. 


|: been three long years since you 


Chapter 10 The Battle of Hoth 


Mission Objectives 


B Destroy the shield generator. 

B Capture the Rebel Command Center. 

Mm Get Darth Vader into the Rebel Command Center. 
B Darth Vader must survive. 


New Unit 


Mm AT-AT 


Mission Strateguy 


1E KN mn 
Three years have passed since the battle on Yavin | = 
IV, and the Rebels have finally been located on the 
frozen world of Hoth. You're in charge of the assault 


on the planet and have received a promotion to THE TRICK TO THE FIRST PART OF THIS LEVEL IS 
- TO NOT LET THE TAUNTAUN TROOPERS SPOT 
general. Colonel Veers is under dd command for YOUR AT-ATS. THEY WILL RUN IF YOU CON- 
this mission. Normally, the Imperial tactic would be FRONT THEM. SO THIS CAN BE EASY. ALSO. BE | 
. ’ WARY OF A FEW INFANTRY COMING OVER 
to bombard the Rebel base from orbit, but Admiral THE MOUNTAIN TO THE NORTH; THEY WILL SPUI 


Ozzel miscalculated the approach, alerting the en 


Rebels to your presence and allowing them to set 
up a shield generator. You must destroy the 
shield generator and capture the Rebel 
Command Center intact. 

On this mission, you can't call down addition- 
al forces. All you have is what you land with. 
Take four AT-AAs and gather a force of AT-PTs. 
Take a couple of mobile artillery units as well. 
Put your experienced stormtroopers into stor- 
age for now. You'll want them on future mis- 
sions, but you won't need them here. 

On the planet’s surface, put two stormtroop- Î es ed | 
ers into each AT-AT. Group your units this way: | 1 
Assign all five AT-ATs to Group Ì, your AT-PTs to Vn 
Group 6, your AT-STs to Group 7, your AT-AAs 4 2 
and mobile artillery to Group 8, and the probe nd: wm a var nn np maand 
droids to Group 9. You'll use numbers 2 to 5 dif- Ket (OA BA CUBE GEN URI EL | 
ferently later; for now, it works better to group you have until the end of the mission. 
your units like this. Ee 
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Set up your mobile artillery and have them go 
after the tauntauns that move in to spy on your 
location. They Il have little trouble, although the 
tauntauns may run off. Don't worry—they'll be 
back. What's critical at this point is to keep your 
AT-ATs out of sight. 


le REBEL SCOUTS 


ed 
Movir Peen 

\ SPOT YOUR AT-ATS. 
den Ourt $ E | YOU'LL GET A VERY 


ANGRY MESSAUGL 
Move north with N SS EROP es ali de JER 
Aaen force. The REDELS MON Ee RE THE 
Rebel base lies in | AT-ATS EVENTUALLY. 
the northeastern Fig. 10-2. As you move out, you'll encounter 
corner, so head in that general direction. Deploy KEER EBU SCENE ANER 
artillery when you must and move in quickly to airspeeders hit as well. 
avoid taking too much airspeeder fire. Your AT- 
AAs can handle them for a while, but will suc- 
cumb eventually, leaving you defenseless. 

In other words, don't stand around. Start mov- 
ing and keep moving. Keep your units as close 
together as you can. You'll run into Rebel units 
along the way; you'll destroy most as you move 
in. Just keep moving between the low hills 


toward the northeastern corner. 


| 
|, 
/ r 


Fig. 10-3. Airspeeders can entangle the legs of 
your AT-ATs and destroy them. Don't let your 
walkers get too far ahead of your AT-AAs. 


d. This allows you to access their chin guns easi- 
ly; the weapon does tremendous amounts of 
damage. When you reach the Rebel base, you'll 

| rie dat ei tje a gd want to access this ability easily. 
Fig. 10-4. Don’t iid for raand ak pressing 
toward the Rebel base. 
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Fig. 10-5. Wipe out the turrets with the Fig. 10-6. When the shield generator is down, | 
AT-AT chin guns. Then move in to take out the Lord Vader starts his landing. | En, 
shield generator. | Je 


The Rebel Base 


When you reach the Rebel base, move in your 
AT-PTs and AT-STs to draw some fire; then send 
in the AT-ATs. Use their chin guns to destroy the 
turrets protecting the base. 

When the generator is down, remove the 
remaining turrets in the area as fast as you can. 
Lord Vader and a contingent of stormtroopers 
will begin landing as soon as the shield genera- | | 
tor is destroyed, and it wouldn't do to have | 
Lord Vader come under fire from Rebel anti- 
infantry turrets or hover tanks. 


. a 


Fig. 10-7. Destroying the airfield leaves the 
Rebels with virtually no means of defense. 


All that remains is to take over the Rebel Command Center. You have a good group of 
stormtroopers inside the AT-ATs and Lord Vader arrives with 11 more. It's more convenient sim- 
ply to use the ones already on the ground. Send in a group of six to do their work. 
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THE COMMUNICAHON CENTER HAS EXPERIENCED 
TRDDPS AND A MEDICAL DRDID IN IT. SEND 
YOUR TRDODPS INTO THE BASE CAREFUILY. MAK- 
ING SURE THEY ALL ENTER AT ONCE. DON'T 
SEND DARTH IN ON THE FIRST WAVE. REGAROD- 
LESS DF YOUR INSTINCTS. MAKE SURE THE 


SECOND WAVE [IS READY TD GD IMMEDIATELY, 
BEFORE THE MEOILAL DROID CAN START HEAL- 


ING. DARTH CAN BE IN THAT DNE. 


The first group of stormtroopers is unlikely to 
succeed, however. These Rebels are very experi- Fig. 10-8. Don’t Ee Lord Vader. 
enced, and the Command Center is fully gar- 
risoned. Simply send in the remaining five who 
came with Lord Vader. They'll have little trouble capturing the Command Center. 


Ein 10-9. With luck, your first group of Fig. 10-10. When Lord Vader enters the Command 
stormtroopers will take the Command Center. If Center, the mission ends in success. 
they don’t, you have plenty left to finish the job. 


Once it's yours, move Lord Vader into it to end the mission successfully. 

This is a quick mission. Any delays allow the Rebels to build up enough airspeeders to wipe 
out your AT-AAs and leave your AT-ATs vulnerable. Don't stop for anything. Don't allow yourself to 
be duped into committing to a pitched battle anywhere but at the Rebel base itself. 

With your success, Lord Vader personally assigns you to a new, important project on Endor. 
Grand General Brashin will meet you there. You've managed to impress Lord Vader. This bodes 
well for your military career. 
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Fig. 10-11. Dellis has some very disturbing news Fig. 10-12. Dellis hands you the Imperial order for 
on this disk. your father'’s death and then departs quickly. 


But there's a hitch. En route to Endor, you reunite with your brother, Dellis. He delivers dis- 
turbing news: he's used his influence to discover the truth behind your father’s death. You'd 
been told the Rebels killed him, but Dellis has proof the Empire itself was behind his execution. 
Dellis adds that he's been assigned a mission 
from which he doesn't expect to return. This 
leaves you with some very unpleasant thinking 
to do as you prepare for your next assignment. 


The Other Option 


If you can keep your AT-ATs from being seen, 
you can assault the Rebel base much more easi- 
ly. The best path for this is along the eastern 
side of the map, approaching the Rebel base 
from the south. 

Move your AT-PTs north to hold off the | 
tauntauns that approach from the northwest. Pe 
Bring one of them east to take care of the Rebel en ES ee a 
infantry approaching from over the hill north of _ KAAK RLR BCR CE 
your landing position. spotters away from your AT-ATs. 

Your AT-STs and speeder bikes, if you have 
them, should move north and then east through the pass. These will keep the tauntauns away 
from your main force. Continue moving these units east. The tauntauns will retreat to a pair of 
Rebel hover tanks located at the crossroads. These should be no problem for your AT-STs, but 
they will shred your speeder bikes. You should also have the AT-STs destroy the attack tank 
located in the southeastern corner. 
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Fig.10-14. Have your AT-STs eliminate this attack 
tank in the southeast to prevent it from damaging 
your AT-ATs as you approach the Rebel base. 


warded by 


the AT-AAs. 


There is a good chance that the hover tanks will retreat from your AT-STs. Don't worry about 
this. Plant your AT-STs in the spot where you found the Rebel tanks and start moving up your 
AT-ATs and AT-AAs. When these units reach your AT-STs and speeder bikes, send the AT-STs 
north slowly, looking for the Rebel base and any units that you can pick off. 

Now move in with everything. Keep the AT-AAs near the AT-ATs, and bring out the stormtroop- 
ers to assist with keeping the Rebel airspeeders suppressed. Move the AT-ATs in and use the 
chin gun on the anti-infantry turrets. Have the AT-ATs simply stomp over the Rebel infantry to 
eliminate them quickly. 


ADVANCE StOWLY TO THE BASE IN THE NORTH- 
EASTERN CORNER. WHEN YOU START TO GET IN 


RANGE. YOU LL WANT TO HAVE YOUR INFANTRY 
RUN TO THE HILL TO THE WEST OF THE ION 
CANNON. FROM THERE THEY CAN BE USEO TO 
TAKE TURRETS. 


ek 
z - . k 
t 
| A $rara rn f 
mmv 0740 ee, 


me eens d ee 


Fig. 10-16. Take out the anti-infantry turrets 
to protect your stormtroopers, then steamroll 
the infantry. 
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Blast through the Rebel base. Keep the AT-ATs working on the Rebel airfield, since this will 
stop them from launching additional airspeeders at you. If possible, send your stormtroopers 
into the antivehicle turrets to capture them if your AT-ATs haven't already taken them oüt, 


DON'T OESTROY THE SHIELO GENERATOR UNTIL 

| ALL THE HOOVER TANKS ARE DEMDOLUISHED. 
DARTH WILL ARRIVE ON A SHUTTLE WHEN THE 
GENERATOR GOES DOWN. AND HE CANT 
DEHLECT THEIR HIRE. 


Lord Vader, again, will arrive when the shield 
generator goes down, so make sure that you 
have eliminated all of the anti-infantry turrets. 
Take over the Command Center and move in 
Lord Vader to complete the mission. 


Fig. 10-17. Lord Vader enters the base and helps 
secure it, completing the mission. 
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ith the new, disturbing knowl- 
edge of the truth behind your 
father's death running 


through your mind, your trip to Endor 
is not a pleasant one. If Dellis is right, 
everything you've worked for and 
believed in is a lie. And if the Empire 
has discovered his investigation into 
your father’s death, he's likely to meet 
the same fate your father did. 

You may find it difficult to keep your 
mind on your next mission, but you'll 
need all your faculties to succeed. 


Chapter 11 Surprise at End 5 


Primary Mission Objectives 


B Scout locations for a possible shield generator base. 
B Clear the designated area of indigenous life. 


Secondary Mission Objective 


B Destroy all Ewok villages. 


Mission Strategy 


The Empire is building a new Death Star near one of 
the moons of Endor. Until it becomes operational, it's 
vulnerable to Rebel attack, and so must be shielded 
via a large shield generator from the moon’s surface. 
General Brashin has asked you to scout three poten- 
tial locations for the shield generator. 

You may not include any units remaining from 
Hoth among your forces this mission. Instead, you must sort through and use your survivors 
and keep your best units in storage for your next mission. 

When the mission starts, you have only seven stormtroopers and a single AT-ST. The moon'’s 
indigenous life forms attack these units almost immediately. It's possible they're simply protect- 
ing their territory, but General Brashin insists you eliminate any life you encounter. Your units 
must scout those areas. 

To help you, and because the area suddenly has turned hostile, General Brashin authorizes 
additional troops for your use. You receive three more AT-STs, four more stormtroopers, and 
four speeder bike-mounted stormtroopers. Group your units, making the stormtroopers Group 
1, mounted stormtroopers Group 2, and the AT-STs Group 3. Move out very carefully. 
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THIS MISSION REQUIRES CAUTION, PATIENCE. 
ANO MINIMAL LOSS OF LIFE. 


Fig. 11-2. Reinforcements arrive, and just in time. 
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Fig. 11-4. Tim-ber! Keep your units clear from 
the single-tree traps and destroy them from 
a distance. 


Fig. 11-3. When your cursor turns yellow as it 
passes over a tree, you've found a trap. 


Ewok Traps 


You must be aware of several hazards in this forest environment. The Ewoks have devised clever 
traps to kill off your units quickly and painfully. You must move quickly enough to avoid the 
large Ewok patrols, but carefully enough to avoid the traps. 

Three main trap types exist, involving both single trees and pairs. Single trees fall when a unit 
approaches, crushing and destroying the unit instantly. Destroy these traps from long range, 
using your AT-STs; keep your stormtroopers well clear. 

Another trap type is geared toward destroying 
speeder bikes. As a bike moves between a pair 
of trees, it triggers a trip wire, springing a trap 
that destroys the speeder bike and wounds or 
kills the stormtrooper. Like single-tree traps, 
your forces can destroy these. Keep your speed- 
er bikes clear and hit them with the stormtroop- 
ers and AT-STs. 

The final trap type also involves pairs of trees. 
You'll recognize these by the logs suspended 
from them. When an AT-ST moves between the 
trees, the logs swing together and smash it 
between them. Your forces can destroy these, as 


well. Just keep your vehicles clear. 
ste 4 5 


Fis. 11-5. The trap aak) the Seeder bike and 
wounds this stormtrooper. 
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USE YOUR SPEEOER BIKES THROUGHOUT THE 

LEVEL TO SCOUT SLIGHTLY AHEAD Of YOUR 

MAIN FORCE WHILE KEEPING AN EYE OUT | 
FOR TRAPS. 


Oeccasionally you'll encounter large groups of 
patrolling Ewoks. These will attack, so be wary 
of them and hit them hard. You also may spot 
Ewoks borne on primitive gliders. Your 


Fig. 11-6. You never want this to happen to a stormtroopers can eliminate these with a single 
valuable vehicle. burst of fire. 


Through the Forest PER 


Move carefully into the forest, scanning the trees with your cursor as you approach. Trap trees 
turn the cursor yellow: move your troops in to eliminate them. Use utmost caution around the 
single-tree traps, because merely approaching them triggers the trap. 


To move quickly, you must destroy the traps 
in your path. Move to the northern site first, 
eliminating traps as you go. If you move quickly NE 
enough, you'll encounter few Ewoks along 
the way. 


fer ene 


YOU MUST KEEP AS 
MANY UNITS ALIVE 
AS YOU CAN. 
LOSING SEVERAL TO 
TRAPS AS YOU WALK 


Fig. 11-7. Take out the traps carefully, especially 
the falling trees. 


THROUGH THE FOREST 
MAKES COMPLETING 
THIS MISSION EXTREMELY OIFFI- 
CULT. SAVE YOUR POSITION EACH 
TIME YOU PASS A GROUP OF 
TRAPS SUCCESSFULLY. 
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When you reach the clearing in the north, move in, in force. A group of Ewoks attacks using a 
primitivecatapult. Send your AT-STs at the catapult and have your stormtroopers and speeder 
bikes-eliminate the Ewoks. You'll probably lose a couple of units, but don't let this trouble you. 
Until now, you've herded your units carefully, but there's no way to get through this mission 
without a few casualties. Wipe out the structures after you eliminate the resistance. 


A 


TESTER’S TIP 


VVHEN APPROACHING A VILLAGE, STAY ON THE 
FRINGES ANO APPROACH THE CATAPULTS 
SLOWLY WITH YOUR AT-STS. FIRE AT THE CAT- 
APULTS FROM JUST OUTSIOE Of THEIR OETEC- 


VION RANGE. DURING THIS TIME. YOU MAY BE 
ATTACKEO BY EWOKS SO KEEP YOUR INFANTRY 
UNITS SLIGHTLY BEHIND YOUR ÂAT-STs TO PRO- 
TECT THEM. ANY LEFTOVER EWOKS AND EWOK 
GLIDERS SHOU LO BE FINISHEO OFF BY YOUR 
INFANTRY AS LONG AS YOU KEEP THEM TIGHTLY 
GROUPEO TOGETHER. FOLLOWING THE AT-STs. 


. Fig. 11-8. Move in and wipe out the Ewoks; then 
Having scouted the northern area, move take out the village. 
straight down through the center of the map to 
the southern location. Again, blast through the 
catapult and take out the attacking Ewoks. When they're dead and the catapult is gone, destroy 


the structures here. Scout this location, and then move back to the map's central area. 


CAU TECNA! 


kes, KEEP YOUR 
ES A\  STORMTROOPERS 
< SS - TUE 
f) FAR BACK FROM THE 
d _ b CATAPULT. EACH 
ë A 


Cee SHOT CAN KILL 
SEVERAL OF THEM 
AT ONCE. 


Now head to the western site. Again, move in 
and send the AT-STs at the catapult as your 
other units wipe out the Ewoks. 

After you explore this site, General Brashin 
appears and tells you that Site B (which may be 
any of the three you've visited) is the best loca- 
tion for the shield generator. You must eliminate IR A0 
all indigenous life in the area, he says, and Fig. 11-9. The second location is scouted 
destroy all the structures. If you're lucky, Site B pn claared. 
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will be the northern or the southern site; you've 
cleared the Ewoks and structures there already. 
lf Brashin selects the western site, destroy it as 

you did the first two. 


SCOUT LOCATENS FOR A POSSEL "SHELD GEVERATOE BASE IJ 
„QLEAR DESMATED ARENOP MOGENOOS LPE 
ie, 0 ed . 
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ALTHOUGH THE 
ORGOER IN WHICH YOU 
CLEAR THE SITES 


nn, 


OOESN'T MATTER. 
BECAUSE (GENERAL 
BRASHIN ALWAYS 
GELECTS Sire B IT 
MAKES SENSE TO LEAVE THIS ONE 
FOR LAST. 
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Fig. 11-10. Brashin selects Site B—it can be any 
one of the three you've visited. 


Thanks to your efforts on Endor, you receive a 
new assignment on Abridon, a planet with a 
large and dangerous Rebel contingent. 


TESTER’S TIP 


MIORAL OF THE STORY: USE YOUR RANGE 
AOVANTAGE ANO KEEP YOUR UNITS TOGETHER 
TO MAXIMIZE FIREPOWER. 


Completing the 
Secondary Mission 
Objective 


If all of the fighting with just a few units isn't 
enough for you, you may attempt to complete 
your secondary objective and destroy the Ewok 
villages. At the three main sites, this simply 
means wiping out the huts and village after you 
destroy the catapult and kill the Ewoks. Ek) Cet en Jen LAN ll 5 

th 0 et NE ses southeast Fig. 11-11. Destroy this fourth Ewok village to 
ern corner, is identical to the other three Ewok complete your secondary mission objective. 
villages. You needn’t investigate it, however. You 
must destroy all four Ewok villages to complete 
your secondary objective. 
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ebels have taken the Imperial 
NE on Abridon, as well as the 

planet's government buildings. 
Rebel forces hold the loyal people of 
Abridon against their will. Or is that 
simply what your superiors are telling 
you? Your doubts intensify, and your 
career as an Imperial officer hangs in 
the balance. 


EE 
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Part One 


Primary Mission Objectives 


B Retake the Imperial base from the Rebels. 

B Capture the Abridon government center. 

B Clear Rebel forces from the government garden area. 

B Ensure the safe placement of a Command Center in the garden area. 


Secondary Mission Objectives 


‚ B Destroy the Rebel Command Center. 


nd 


B Destroy all Rebel forces. 


New Units and Structures 


B Zydirium Ferry Shuttle 


mm „NN 


_ but chances are you have few Command Points 


B Repair Bay 


B Hospital 


Mission Strategy 


General Brashin awakens you in the middle of the night to brief you on the situation on Abridon. 
You'll head there immediately to take back the 
Imperial base and clear the Rebels from around 
the government buildings. It's a short briefing: 
the situation calls for direct action. 

From the hangar, take AT-AAs and mobile 
artillery. A couple of stormtroopers would help, 


left from your mission on Endor. If you can, take 
a couple of AT-STs, as well. 


Taking the Base 


When you land on Abridon, pull back your 
AT-AAs and mobile artillery and move your 
AT-STs west of your main force. Put your 


d Fig. 12-1. Rebel infantry attack from the west. 
stormtroopers into the troop carrier an Keep your vulnerable units back and fend them off 
the AT-AT. with your AT-STs. 
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Fig. 12-2. The AT-AT's chin gun wipes out a Fig. 12-3. As the Rebel units approach, your artillery 
Rebel tank. will soften them up for your heavy hitters. Once 
these units are down, you can move into the base. 


Group your units by type, putting each probe droid in its own group. Move south toward the 
captured base, keeping the probe droids ahead of your main force to scout the area. You'll 
encounter a few Rebel tanks as you go. Your mobile artillery can damage these, and your AT-STs 
and AT-AT will eliminate them as they approach. The AT-AT'’s chin gun will be very useful here. 

Keep moving south until you spot base buildings. Set up your mobile artillery pieces and have 
them go to work on the Rebel units, and then the turrets. 

When the turrets are down, move in with your units. Send the AT-AT toward the Command 
Center and have the stormtroopers disembark. They should be able to capture the Command 


ennen __ laks Me 


Fig. 12-4. The Rebels attack in force after you ER Fig. 12-5. Defeating this major Rebel offensive 
reclaim the Command Center. | sets them back for a few minutes. 
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Center easily. Send the troop carrier to the hospital and have the stormtroopers takeit, as well. 
Move in your AT-AAs and mobile artillery and set them up south of your other units. 

You won't take this base without a fight. The Rebels will move in a powerful force of tänks and 
troops. Once you have the Command Center, call down an Auxiliary Control as soon as you Can. 
“ Rebel forces will attack in waves. Sit tight and repair what units you can between assaults. 
Your AT-AT is particularly important to your base defense, so keep it healthy. You're waiting for 
the Rebels to bring on their mobile proton torpedo launchers. Once you overcome this attack, 
it's time for the next phase. 


Initial Strike 


After the noise at your base dies down, collect a 
group of AT-STs and AT-AAs and move them 
toward where you entered the mission. You 
want to move your units without the Rebels 
spotting them. This will be considerably easier if 
the Rebels are unaware of your presence. Send a 
probe droid to mj 
this area, and 
when you can, 
call down three 
mobile artillery 
units and send 


DON'T WORRY ABDUT 
HAVING A NEBATIVE 
COMMAND POINT | 
FLOW AT THIS POINT. 
YOU LL BE DESTROY- 
ING ENDUGH UNITS _ nr Sandee eed 


them to this IT WON!T En ia Fig. 12-6. Spot the shield generator, and then 
area, as well. Nh 2ve the mobile artillery move in and take it out. 

When your group is ready, have the probe 
droid use its larger scanning radius along the 
mountainsides. You'll find several Rebel struc- 
tures there—and, more important, their shield 
generator. Move the probe droid into position 
where it can spot the shield generator and set 
the mobile artillery to destroy it. 

With the shield generator down, have the 
probe droid move along the mountain range and 
look for other Rebel structures. Of primary 
importance are the turrets guarding the base 
and the airfield. You'll also want to take down 
these buildings using the artillery. 


Fig. 12-7. With the shield generator gone, 
the probe droid spots a few turrets and 
torpedo launchers. 
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With the turrets gone and the airfield down, 
Rebel base defenses are very weak. It's no sure 
thingyet, though. The Rebels have stocked the 
area with hover tanks, attack tanks, and proton 
ze torpedo launchers. It’s a tough nut to crack, but 
| you have the units to do it. 

You also have a choice to make. One of your 
secondary objectives is to destroy the Rebel 

NF 4 Command Center. You can do this and fulfill this 

1 optional objective, or you can take the structure. 
Á 58 Taking it is probably a better idea, because it 
// WE _ will help stop your Command Point drain. You 

) ek can always delete it later. To take the Command 
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Center, load six stormtroopers into your AT-AT ham 8 kl ok 
and walk it toward the Rebel base. Fig. 12-8. Take out this antivehicle turret before 
In the meantime, gather all your AT-STs. You 

should have a group with your mobile artillery 
and a group back in your base. Bring them all 
together at the crossroads north of your base; 
bring the mobile artillery and your probe droid, 
as well. If you have fewer than 10 AT-STs, buy 
enough to bring your total to 10. Send the probe 
droid carefully southwest down the road, until it 
spots the turret in the small canyon. Use your 
mobile artillery to destroy the turret, and then 
select all your AT-STs. Start them up the road 
toward the Rebel base. 

Move in and eliminate all Rebel units. You'll 
take some hits and may lose a unit or two, but 
most of your ÀT-STs should survive in good 
shape. If you plan to take the Command Center, 
move in with the AT-AT and take it now. 
Otherwise, destroy it with your AT-STs. 


Fig. 12-9. First take out the entardo launchers, 
and then eliminate the other tanks. 


The Government Mound 


With the Rebel base out of the way, it's time to start your assault on the government mound in 
the northwestern corner. First, send your AT-STs back to your base for repair; then bring them 
back to the Rebel Command Center area. You also may want to bring along a couple of AT-PTs to 
deal with the infantry in the town. Move north carefully into the town until you spot the bridge 
in the west. Use a probe droid to spot across the bridge, and have your artillery take out the tur- 
ret and the proton torpedo launcher. 
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Fig. 12-10. Move carefully around the bridge area. 
The Rebels on the other side would like nothing 
88 more than to destroy you. 
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Fig. 12-11. Keep your artillery to the north, 
out of Rebel tank range. Your other units can 
stand guard. 


With these down, you can move your main force across the bridge, but don't move too close 
to the government center yet. Instead, group your units to the north. Move your artillery across ' 
the bridge, as well, and set them up. Again, use a probe droid to spot for you to determine what | 
your artillery can take out in the middle of the government center. A number of Rebel units are 
stashed there, as well as several antivehicle turrets. 

When most of the resistance is down, send in your AT-STs and attack anything that's left. Several 
turrets stand atop the government mound, so eliminate them quickly, particularly the anti- 
infantry turrets. 
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Fig. 12-12. Don’t forget about the turret guarding 
the southern bridge. government center. For a few extra Command 


Fig. 12-13. Move in your stormtroopers to take the eden 
Points, leave an antiaircraft turret standing and og 


take it, too. 
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When the turrets are down, call down a force 
of six stofmtroopers and run them into the gov- 
ernment building. This battle will be hard- 
fought, so you may want to prepare with anoth- 
er group of stormtroopers—just in case. 

With the government center in your hands, all 
that remains is to clear out the last Rebels in the 
vicinity. Pay careful attention to the antiaircraft 
turrets now, because they'll damage or destroy 
your builder shuttle when it comes down with 
the Command Center. 

Once the new Command Center is in place, 
the mission ends in success. In taking the gov- 
ernment center, you also manage to capturethe an en in le A | 
planet’s lieutenant governor. He pleads for his Fig. 12-14. The new Command Center arrives in 
life: high-ranking Rebel dignitaries remain on perfect shape. 

Abridon, he says. General Brashin launches 
probe droids to confirm the rumor. If it's true, the lieutenant governor will earn a swift and pain- 
less death. Otherwise, he can expect a slow and agonizing one. 
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Completing Secondary 


Mission Objectives 


If you didn't capture turrets or the Rebel 
Command Center, you may wish to complete 
your secondary objectives before you take the 
government center. If so, keep a squad of 
stormtroopers near the government center so 
you can capture it later, and move your force 
across the south bridge. 

À large section of Rebel-held territory remains 
in the southwest of the map. Move down ° 
your AT-STs to clear it. If you wish, place an NE) ) ET Rn, GO 
Air Control structure and a landing platform 


Aen Fig. 12-15. Concentrate your search in the city 
and scout the area with TIE fighters. This will south of the bridge and at the southern end of the 
save you a lot of needless searching with main road. 


ground units. 
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Part Two 


Primary Mission Objectives 


B Capture the five Rebel dignitaries. 
B Hold the dignitaries in the prison platform until the ship leaves. 


Secondary Mission Objective 


B Control all bunkers. 


New Units and Structures 


B Heavy Artillery Platform 
B Fixed Artillery Turret 


Mission Strategy 


The probe droids confirm the presence of at least five Rebel dignitaries on Abridon, near 
the government center. General Brashin wants them, and he wants them alive, so your 
stormtroopers will need to use their stun settings to keep the Rebels in good health until the 
drop ship arrives to take them up to the Star Destroyer. Capture them all and hold them in the 
prison platform. 

From the hangar, take the best units from your last mission. You'll want your AT-AT, if it sur- 
vived, as well as any experienced AT-STs. In the shuttle, send down two mobile artillery units 
with at least two levels of experience, as well as your two best stormtroopers. 


The Rebel Blitz 


Remember the massed Rebel attacks after you took the Imperial Command Center in your last 
mission? Rebel assaults on this mission are much, much larger. They'll hit you very hard, very 
fast, and very soon, and they'll keep the pressure on your base. You'll have just enough time 
between massed attacks to replace your losses and patch up a few units before the Rebels 
attack again. 

Às soon as the mission starts, order an Air Control structure. Move a pair of AT-PTs southeast 
to the government center; swoop-mounted Rebels will attack from that direction. Garrison your 
Command Center with six stormtroopers. If Rebel infantry breaks through, they'll attempt to 
take your Command Center. Move your artillery pieces into position in the southeast, near the 
prison. When you can, order a fixed artillery turret. (Refer to Figure 12-16 for a basic idea of how 
to set up your base.) 
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Fig. 12-17. Here come the Rebels. You should 
units to fend off Rebel attacks. be able to fight off their attacks, but you'll take 
— B some casualties. 


Your forces can handle the initial, small Rebel attacks easily. It's the first major attack you 
must worry about. The first small attacks will give you enough Command Points to order a few 
units. Bring down some ÀT-PTs and, if you can afford them, a couple of AT-AAs and AT-STs. 
Station the smaller, weaker units to the sides of your Command Center while your AT-STs take up 
a position to the north. The Rebels will move in from the northwest and northeast with tanks, 
torpedo launchers, and transports. 

When the battle ends, replace your losses with the Command Points you earned. You'll go 
over the 6,000 point limit, but that shouldn't be a problem. Act quickly to bring down the units 
you need to replace your losses, and a few more if you can. Antiaircraft turrets are a good idea, 
as are antivehicle turrets north of your base. If you can‚ more fixed artillery and a repair bay 
would be good, too. 


- hi, REBEL INFANTRY 
Te A WILL ATTEMPT TO 


\ TAKE YOUR TUR- 
RETS. SOD MAKE 
SURE YOU GARRISON 
THEM WITH 

STORMTROOPERS. 


Fi. 12-18. Your repair bay will be has 
between attacks. 
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When you can, send a unit straight west from 
your base. Appropriate the trio of unattended 
Rebel swoops you find there. Bring down three 
stormtroopers when you can,‚ and mount them 
on the swoops. 

The Rebels will attack your base again and 
again. You should be able to withstand them 
with the units you have, as long as you bring 
down replacement units between Rebel attacks. 
You'll take care of your negative Command Point 
drain soon enough. 
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Completing the Fig. 12-19. Grab the swoops between attacks. 
Secondary Mission 

Objective Ee 
After a Rebel attack, group six AT-STs and send them along the western side of the map. You'll EL 


take fire from Rebel tanks in an area near the northern end. Move in and destroy the Rebel units. 
Your AT-STs will encounter one of the five dignitaries here. Move your AT-STs close, and you'll 
gain control of the dignitary. Move this person | 
into an AT-ST and send it back to base. 


IF YOU VE REACHEO THE POINT WHERE YOU CAN 
FENO OFF THE ASSAULTS. BUY A FERRY SHUT- 
TLE [ANO SOME TIE FIGHTERS TO ESCORT IT. IF 


YOU CAN]. ANO USE IT TO CAPTURE THE 
BUNKERS ALONG THE WESTERN SIOE OF THE 
MAP [ANO ONE IN THE NORTHWEST). THIS WILL 
EASE THE COMMANG POINT ORAIN ANO SATISFY 


THE SECONOARY GOAL. 


You'll notice this location holds a supply 
bunker. Move up your swoop-mounted 
stormtroopers, as well as others on foot, and ud RN Pl 4 
send them in to take the bunker. The remaining Fig. 12-20. Destroy all the Rebel units here 
four should continue toward the map's north- grab the dignitary, and send the AT-STs back to 
eastern corner, where they'll find the other two _BTTTAIEN: 
supply bunkers. Send two stormtroopers into s 
each to take them. 
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IT !S A GOOO IDEA TO 
SENQ AN AT-PT 
WITH YOUR 
STORMTROOPERS. A 
FEW GUAROS LURK 
AROUND THE NORTH- 
ERNMOST AUNKER. 


Three captured supply bunkers should 
take care of most of your negative Command 
Point drain. And you've fulfilled your 
secondary objective. Le d rk el 
Fig. 12-21. Nab the three supply bunkers in the 
northwest to complete your secondary objective. 


The Rebel Base 


It's time to take care of the Rebel base itself. Order 
a probe droid and carefully send it north. You can 


| ° 
s have it check out the towns to spot more Rebel dig- 
BF nitaries, but don't worry too much about this. You'll | In GENERAL. WHEN YOU CAPTURE A OIGNITARY. 
‚ . YOU LL NEED SOME SORT OF TRANSPORT [A 
catch them all eventually. When the probe droid FERRY SHUTTLE WORKS BEST TO GET THEM TO 


THE PRISON PLATFORM. YOU NEEON'T STUN 
reaches the northern map edge, east of the moun- THEM: THEY SWITCH TO YOUR SIOE AUTOMATI- 
tains, move it eastward very carefully. Use its CALLY. THEN YOU CAN PUT THEM IN THE 

Denen TRANSPORT, SENO THEM TO THE PLATFORM. 
extended probe periodically to see if you can spot LET THEM OUT OF THE TRANSPORT. ANO PUT 


Rebel turrets in this area. Kn oe 


ANTEVENCLE TURRET 


' CORDIANE MIE WIB 


Fig. 12-23. Two artillery pieces have been badly 
damaged and sent for repair, but the third will 
have no trouble destroying this turret. 
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Now send in your mobile artillery. If you're very careful with them, you should be able to take 
out a turret or two before the Rebel tanks spot you and return fire. Once they retaliate, back off 
and send the mobile artillery back to your base for repair. The goal here is to knock out some ef — 
the Rebel base’s protection. 

À large section of the map along the eastern side remains unexplored. Gather a group of 
AT-STs and send them there to clear out any Rebel vehicles. With luck, you may grab another 
dignitary. If so, put the dignitary into an AT-ST and send it back to your base. Be wary of the | 
northern end of this island: a pair of antivehicle turrets guards the bridge there. Pull back your 
ÄT-STs and send in your AT-AT to use the chin gun against one of them. Then move in again with 
your AT-STs and take out the other. 


TESTER’"S TIP 


SOME OF THE OIGNITARIES MIGHT RUN TO THE 
REBEL BASE. YOU LL HAVE TO ASSAULT IT TO 
CAPTURE THEM. (T'S ROUGH. BECAUSE YOU 

CAN'T SHELL FOR FEAR Of FRAGGING THE OIG- 


… TAKE A FEW AT-AAS 
A WITH THE AT-AT TO 


PROTECT IT FROM 


NITARIES. AT-ATs., AT-STs. AT-AAS, AND A 
AIRSPEEODERS. 


TR-S[ OR TWO ARE USEFUL FOR SUCH A 
BLOOOHBATH. YOU MAY BE ABLE TO SNEAK IN 
A TROOP TRANSPORT WHILE THEY FOCUS ON 
YOUR AT-ATS. BIT THE FIGHT IS PRETTY HEC- 
TIC. TRY TO TAKE OUT ENOUGH ANTIAIR UNITS 
THAT YOU CAN SNEAK IN WITH A FERRY SHUT- 
TLE ANO GRAB THE OIGNITARIES (IF YOU CAN 
FIND THEM IN THE CHAOS). 


The real assault on the Rebel base comes 
now. Move a large group of AT-STs and your 
AT-AT toward the map's northeastern corner, 
taking out the second antivehicle turret on the 
eastern side of the map along the way. Bring up 
some mobile artillery and place them in range of 
the Rebel base. This should be a short battle— 
and a painful one for the Rebels. 

Äs you blast through the Rebel base, you'll 
find more dignitaries. If you've captured one 
already, you'll find three here. If you've captured 
two, you'll find two here. As you destroy the 
base, one of your units reports he's spotted 


Luke Skywalker at the Rebel base. Naturally, you | ak daat eest 
must capture him. Fig. 12-24. Take care around these turrets. 
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LukE IS A SPECIAL CASE YOU MUST HAVE 
AT LEAST THREE UNITS AROUND HIM TO KEER 
HIM ON YOUR SIOE. 50 LAND YOUR SHUTTLE 


A LITTLE AHEAD OE HIM. OISEMBARK A 
BUNCH Ot TROOPERS, AND THEN KEEP THEM 
CLOSE TO LUKE AFTER HE CONVERTS. THE 
SAME GOES EOR PUTTING HIM IN THE PLAT- 
FORM: LET THE TROOPERS OUT HIRST. 
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Fig. 12-25. Move in and wipe out the Rebels. 
You'll find more dignitaries here. 


Put the dignitaries you've captured into the AT-AT and start moving it back to your base. Send 
the AT-STs into the town area along the middle of the map's eastern edge. You should find 
Skywalker there. Use care around him, because he won't stay under your control as long as the 
other dignitaries will. Pack him into one of your AT-STs and send it back to the base as well. 


PRESCH FP AFFOFM 


Fig. 12-26. Skywalker is elusive. You must sur- Fig. 12-27. Once 
round him with units to capture him. the mission ends. 


Back in the base, put all the dignitaries you captured into the prison platform. The shuttle 
there will take off, carrying the prisoners to the Star Destroyer and ending the mission. 
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Às a reward for your service, and for capturing Skywalker, General Brashin chooses yoù to 
test a new vehicle for the Empire. The TR-MB acts as a mobile base, allowing you to move about 
the battlefield and command your troops directly. This unit allows you to call down reinforce- 
„ments without a Command Center. You'll be testing it soon. 


Part Ihree 


Primary Mission Objectives 


B Destroy the Rebel base. 
B The TR-MB must survive. | 
B Destroy the renegade AT-AT before it reaches the Rebel base. ek 


Secondary Mission Objective 


B Capture Rebel containers. 


New Unit 


B TR-MB 


Mission Strategy 


The time has come to drive the Rebels off 
Abridon for good. You and the TR-MB will be 
dropped north of the Rebel base. You must 
make your way west and rendezvous with your 
old commander, Colonel Tulon, who's moving in 
with his own force. Move quickly to wipe out 
intercepting forces and eliminate the Rebels 
from this area. 

In the hangar, you may be tempted to select 
an AT-AT from your previous mission. Don't. 
Instead, take two AT-AAs and two AT-STs. In 
your shuttle, take your three best mobile 
artillery units. Then start your landing. 

You land in the map’s northeastern corner in 
a small clearing at the end of a winding road. 
Group your forces by type. This should give you 
six groups—the TR-MB, AT-PTs, AT-STs, AT-AAs, 
mobile artillery, and stormtroopers. Move them out down the winding road, keeping your AT-STs 
and AT-PTs in front. Keep the AT-AAs near the TR-MB to protect it. Also, keep your troopers in 


containers—otherwise they're Y-wing bait. EE 
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Fig. 12-28. Keep your AT-STs in front of the pack 
as you head down this winding road. 
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You'll come under attack from Rebel infantry as you march, but they shouldn't pose much of a 
problem{for you. Continue along the road, leading with the AT-STs, until you reach the bridge. 
Haveyour AT-STs destroy a Rebel attack tank on a small hill there. Continue across the bridge, 
setting up mobile artillery on the other side to eliminate Rebel infantry at the bottom of the hill. 


Ee KEEP THE TR-MB IN 
Cor JN FRONT OF THE AT- 
AAS. THE REBELS 
me C WILL ATTACK BY AIR 
RT) Y FROM THE SOUTH. 
h& 
ES THIS POSITIONING 
ALLOWS THE AT-AAsS 


TO HIT THE AIRCRAFT BEFDRE 
| THEY REACH YOUR MOBILE BASE. | 


Keep your units moving down the road to 
the large clearing at the bottom of the hill. 
Disengage the mobile artillery and bring 
them down as well, setting them up nertheast 
of the clearing. You'll stop here briefly. 


Around this time you'll receive an urgent— e= Mil, 
and distressing— message. Fig. 12-29. Your AT-STs eliminate the attack tank 
> as your mobile artillery positions itself to hammer 
the infantry. 


u -1 


The Renegade Walker 


One of Tulon's units has gone renegade. Obviously, something is amiss with your support on this 
mission. More shocking, the renegade vehicle is Tulon'’s private AT-AT. Tulon easily destroys the 
rest of his attacking force and is headed for the Rebel base. General Brashin issues a new objec- 
tive: Stop the walker before it reaches the Rebels. 

To stop the AT-AT, you must work very quick- 
ly. Move your units into the clearing. If you 
haven't set up your mobile artillery, deploy 
them now. Use the TR-MB to call down a group 
of six AT-STs. Call them down as far to the west 
as you can. 

When these AT-STs land, send them west after 
the AT-AT. They'll encounter a number of Rebel 
units, including a large group of infantry your 
mobile artillery should deal with. Don’t stop the 
AT-STs for anything, and keep them out of any 
other conflicts along the way. They must stop 
the AT-AT, even if they end up being destroyed 
themselves. If Tulon gets too far down the road, 
the mission fails. 


Fig. 12-30. Tulon’s walker is on a rampage. You 
must stop it before it reaches the Rebels. 
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Fig. 12-31. Stop at nothing to take down Fig. 12-32. The AT-AT goes up in smoke, complet- 


ing a primary objective. The real shock is that 


Tulon’s walker. 
Tulon, still alive, was trying to defect! 


After Tulon's walker is destroyed, bring the 
surviving AT-STs back into your main force. Use 
the Command Points from destroying the walker 
and completing the mission objective to pur- 
chase replacement units. You'll want to keep a 
healthy group of AT-STs and AT-AAs on hand at 
all times. Mop up the remaining Rebel attackers, 
and then continue west. 


Hidding Out 

Move your force to the map’s western edge and 
stop them there. Keep your AT-STs to the south- N. EE Bie Cr 
ge eTheTRMB as te Fig. 12-33. Your force should continue west, fight- 
west, to where your AT-AÀs and mobile artillery ing off Rebel units as they go. 

can guard it. Move your stormtroopers into the 


western part of this area as well, and have a 
couple of them claim the bunker there. This will gain you a few Command Points, important for 


the next part of this mission. 

Essentially, you'll establish a firm hold on this position while the Rebels attack repeatedly, B 
much as they did in the earlier two missions. They'll attack from the road leading south, as well we 
as from the east. Keep your AT-STs in the forefront of these battles, calling down reinforcements te 

ie 


as you need them. Adding the bunker allows you to continue accruing Command Points, and 
thus amass larger and larger groups of AT-STs; these, in turn, will put down the Rebel attacks 


more quickly. | 
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KEEP YOUR AT-AAS 

N JUST BEHIND THE 
AT-STs. Tis | 
Ì KEEPG THE AT-AAS | 
DUT DF MOST ReBt1 Î 

FIRE. BUT Al LDWS 
THEM TO PROTECT THE | 
AT-S Ts FROM REBEL Y-WiINGS | 
AND AIRSPEEDERS. ê 


ven Between Rebel attacks, probe to the south 
ven periodically. Rebel units approaching to attack 
will probably repel your first few probes, but | 
don't let that deter you. À small valley lies west 
of the road just south of your position. Continue 
Fig. 12-34. Capture this bunker to add to your moving units there to destroy the Rebel 
Command Points. scanner-jammer, infantry, and attack tank. 

Once you've claimed the area, send your 

entire force south and hole up there. Move the TR-MB into the valley and surround it with 
mobile artillery and AT-AAs. Keep your AT-STs, AT-PTs, and stormtroopers on the road east of 
this valley to protect it. 


Fig. 12-35. Remove these Rebel units, and then Fig. 12-36. Fight off the Rebels and claim this 
probe south and claim this smal! valley. IM area for your new base of operations. 


While you're here, send a few stormtroopers west over the mountains and take the second 
bunker. Again, this increases your Command Point gain, allowing you to replace losses more 
quickly and exceed the normal maximum of 6,000 points worth of units. 

Things have been hectic up to now, and they're about to get worse. As the Rebel attacks dwin- 
dle, it becomes time to plan your initial assault on the Rebel base. 
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Appraaching 
the Rebels 


An anti-infantry turret to the east and three 5 6 me 
antivehicle turrets to the west guard a section of | nes 
the Rebel base immediately south of your posi- 
tion. Âs you have done so many times in the 
past, you'll divert attention from a group of 
stormtroopers so you can capture Rebel turrets. 
You should have a good collection of 
Command Points now. Use the TR-MB to bring 
down two AT-ATs and place them east of the val- 
ley your force is holding. Let the walkers wait 
until their chin guns are ready, and then move Km — _ muse wrc commer oe 
them south. As you wait, collect your Fig. 12-37. Grab the second bunker to allow for a 
stormtroopers, or simply order a group of six. unit total above your normal maximum. 
These will follow the walkers in your next attack. 
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Fig. 12-38. Grab these Rebel turrets while your AT- Fig. 12-39. The walker goes down, but not before 
| ATs divert fire from your stormtroopers. you nab a couple of turrets. 


When everything is ready, move the walkers south. They'll encounter the Rebel base quickly. 
Set them to wipe out the anti-infantry turret. Then have them concentrate on Rebel units in the ke 
area, avoiding the turrets. As soon as they start drawing fire, move in your stormtroopers to cap- 
ture as many antivehicle turrets as they can. With luck, they'll nab two, but one is enough. Any 


sed 

turrets you grab will start hammering Rebel vehicles, which won't put up much of a struggle. pi 
Don't worry about losing the AT-ATs. They fulfilled their role as a diversion, allowing you to en 
Capture valuable Rebel turrets and gain an important foothold in the Rebel territory. E ie | 
Now send in your AT-STs with a pair of AT-AAs for support. Another force of stormtroopers rt 


will be helpful for the battle’s next phase, as well. Move the AT-STs into the heart of the Rebel 
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© base ând start them working on the shield generator. The Rebel airfield lies nearby, so your 
AT-STs will draw fire from Rebel airspeeders. The AT-AAs can handle them, and if you can get your 
stormtroopers into the antiaircraft turret next to the Rebel Command Center, this will help too. 


SECONDARY OBECTWES 
CAPTURE REBEL CONTANERS (9500 


hac 


Î un ord. 


Fig. 12-40. A massed attack should overwhelm Fig. 12-41. The containers, your secondary objective, 
this half of the Rebel base. | lie southwest of the first Rebel Command Center. 


Once the shield generator goes down, start working on the airfield. You can move down some 
mobile artillery to help with this action. Place the artillery near the antivehicle turrets you nabbed. 
This puts them in an excellent position to bomb both the airfield and the Command Center. 

send your stormtroopers southwest, where you'll spot four large—unguarded—Rebel contain- 
ers. Move a single stormtrooper into each to claim them and fulfill your secondary mission 
objective. Keep pounding the airfield and destroy the Command Center. When these buildings go 


up in smoke, take a breath, but don't get complacent. You still have the other half of the Rebel 
base to crack. 


The Rest of the Base 


| In a perfect world, the mission would end now, but 
Ee  ‚ the Rebels have planned for just this emergency: 
| you must deal with another shield generator, 
{ ie another Command Center, and several more turrets 
ld before you finish. Fortunately, you're in a good 
position to finish off the Rebels. Move your mobile 
artillery to the first Rebel Command Center and set 
them up. You can move the rest of 
your force to this location as well, so you can sum- 
mon reinforcements right where you need them. 
Probe east carefully with your AT-STs. 
Antivehicle turrets and the shield generator 


Ck the second part of the Rebel base. Fig. 12-42. Grab these turrets, if you can. Another 
set lies north of the second Command Center. 
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| Fig. 12-43. Taking the northern turrets may attract Fig. 12-44. To destroy the Rebels completely, go 
the attention of additional Rebel units. after a small contingent north of the base. You'll 
| find a third bunker there, as well. 


A collection of Rebel units will move down from the center of the map to help defend. If you can, 
send stormtroopers to grab the turrets—two in the south and two in the north. This will help 
tremendously, because they can help fend off the Rebel units that move in to defend the base. 
Otherwise, attack it as you did the first half of the Rebel base. Send in your AT-STs and blast the 
shield generator, using artillery supporting fire to get rid of it. Then go for the Command Center 
itself. Call down reinforcements as you need 
them, and heavy artillery platforms if you want 
additional punch in mopping up the Rebel posi- 
tion. After you destroy the second Command 
Center, the mission ends in success. 


The Aftermath 


General Brashin wants you to make an example 
of Abridon. Fugitives from these battles have 
gathered in a refugee camp in the southeast. 
Brashin commands you to destroy the camp. 
War is war, but destroying a refugee camp still 
seems wrong. You refuse the order. Brashin, 


stunned, blocks you from controlling the TR-MB. en 
Instead, he assumes control and orders the Fig. 12-45. Taskeen contacts you. He's impressed _ ee 
camp destroyed. with your military savvy, as well as your stand ea 


against killing unarmed civilians. 


As you sit in the TR-MB, unable to command 
your troops, or even to speak to them, a Rebel leader named Taskeen contacts you: he'll give 
you a chance to fight for what you believe in, he says—if you want it. 

This means defecting to the Alliance—certainly better than the Imperial execution 
that awaits you. 
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oo late, Brenn Tantor sees the 
full extent of the Empire's capaci- 
ty for treachery. His father, his 
brother, and now Brenn—all sacrificed 
to the Imperial juggernaut. What's a 
guy to do? Answer: Defect. But first: 
Escape! 

Brenn's defection begins just outside 
an lmperial M4 Prefabricated Detention 
Facility, in the shattered wasteland 
that was once Kalaan. Fortunately, he's 
not in this alone. Members of Brenn's 
former command are guarding the 
base perimeter— General Brashin's 
first big mistake. 


Chapter 13 Escape from Kalaafi 


Primary Mission Objectives 


B Get Brenn inside the TR-MB. 

B Get the TR-MB to the Rebel evacuation point. 

B Free Luke Skywalker from the Imperial Command Center. 
B Get Luke Skywalker to the Rebel evacuation point. 


Secondary Mission Objectives | 


B Recruit friendly stormtroopers. 
B Acquire Kalaanites. 


Mission Strategiuy 


The key to the first part of this mission is 
stealth. You can save yourself a lot of trouble if 
you, in the immortal words of Obi-Wan Kenobi, 
“avoid any lmperial entanglements” for as long 
as possible. 


Secure the 
Imperial Base 


Walk Brenn Tantor past every stormtrooper who 
has a yellow shadow. (You should find 10 of 
these friendly troops in the vicinity of Brenn'’s 
prefab detention center.) Every member of 
Brenn's former unit will join his cause. When Fig. 13-1. The “secondary objective” of recruiting 


this happens, the trooper proclaims his loyalty KAAN ER NTA TT AE [0 
and his shadow turns a robust Rebel red. Note Just walk Brenn near each trooper that has a 


that each of your recruits is a combat veteran, Kidd 
sporting an experience level of three. Note also | 
that two unfriendly stormtroopers and a hostile AT-ST patrol the 
area. (Their Imperial blue shadows are a dead giveaway.) 

After you've gathered your loyal squad, focus on the initial 
objective. Just to the east lies the TR-MB, guarded by two antive- 
hicle turrets. lmmediately send Brenn to occupy the mobile con- B cou (Shift) Ano 
trol vehicle; that is, select Brenn, hold down (Shift), and right-click Ree cl 


STORNMTROOPER TO SET WAY- ene 

on the TR-MB. He'll face no resistance to this quick coup. POINTS. BRENN WALKS FROM Ned 
TROGORPER TO TROOPER. REERLUIT- f ee 
ING EAEH. 
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NOTHING WILL ATTACK YOU UNLESS YOU HIRE 
ON IMPERIALS OUTSIDE STRUCTURES OR MOVE 
THE TR-MD. THIS MEANS THAT YOU EAN 
CAPTURE BUILDINGS WITHOUT TRIPPING THE 
HASE ALARM. HIST BE SURE YOU OON T 
ACCIOENTALILY GROUP THE TR-MB WITH 

ANY TROOPERS WHEN YOU GIVE THEM A 
MOVE ORDER. 


Don't move the TR-MB yet! lf you do, you'll set 
off the base alarm, and you're not ready to fight. 
KE IN Pee en Eh BC HN Instead, focus on capturing nearby Imperial 
IL, ‚i Î tructures. Select a pair of stormtroopers, hold 
Fig. 13-2. Get Brenn inside the TR-MB, but don't P . 
move it until you gain control of the two nearby down (Shift, and then right-click on one of the 


antivehicle turrets. Otherwise, they’ll chew you antivehicle turrets near the TR-MB to have the 
to pieces. selected troopers seize it. (The turret’s highlight 


_ turns red when it's under Rebel control.) Select 
two more troopers and repeat the process with the other turret. Be sure to leave at least one 
trooper in each; these turrets must be manned in order to fire. 

Now your TR-MB is well-protected. But don’t move it yet! You have one more task to complete 
before you're ready to fight your way out of the base. 

Send at least four troopers to occupy the Command Center, liberating Luke Skywalker. Your 
objective is to keep him alive and get him to the Rebel evacuation point. March him directly to 
the TR-MB. Don't move the TR-MB to Luke! Again, your first goal is to avoid setting off the base 
alarm for as long as you can. 


HIE ARE It's time to fight. Wait until the patrolling AT-ST nears the 


Le En TR-MB. Then order four or five troopers from the Command 


PATROLUNG AT-ST | Center to attack the Imperial mobile artillery unit nearby. This 


P MOVES NEAR | : ; 
ge triggers the base alarm. Your two captured turrets open fire on 


FURED. THAT wav veen, Hetme AI-ST, protectingsthe RMB whilesyour trooperstunmes 


SET OFF THE ALARM. THE TUR- mobile artillery unit into toast. 
RETS POUND THE AT-ST QUICKLY 


INTO DUST. 
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Chapter 13 Escape from Kk alaan 


Gain a Foothold at the 
Southern Crossroads 


Now comes the hardest part of the mission. Eventually, your TR-MB and Luke Skywalker must | 
rendezvous with the Rebels at their evacuation point, revealed on the map (the flashing green 
square) to the north. The long, curving canyon that leads there bristles with Imperial antivehicle nn: 
turrets. You don't have the firepower to slug it out with turrets, so your goal is to sneak infantry | 
units over the rugged terrain and seize each turret 
one at a time. 

Stormtroopers, of course, aren't equipped to 


scramble over rocky hilltops. But two groups of LUKE SKYWALKER JOINS YOUR TEAM WITH AN 
N EXPERIENCE RATING OF TWO. KEEP HIM IN THE 
Kalaanite heavy troopers are encamped nearby, and TR-MB. BUT REMEMBER THAT HE'S A GOOO0 
: FIGHTER IF YOUR FORCES RUN THIN. ANO YOl 
they share your deep hatred of the Empire. CAN USE HIS “SCAN” SECONOARY AGILITY TO 
Kalaanites climb like mountain goats, and can drop TEMPORARILY REVEAL OARKENEO AREAS Of 
THE MAP ANO LANOSCAPE. THIS IS HELPFUL 
down to enemy turrets from the hills. So your next WHEN SEEKING IMPERIAL TURRETS TUCKEO IN 


objectives are to rendezvous with Kalaanite resist- den dte an 


ance fighters and secure the crossroads area east of 
the Imperial base. 

Unfortunately, a trio of deadly AV turrets overlooks the crossroads. Several more squads of 
Imperial troopers and AT-ST walkers roam the area as well. Take all stormtroopers from the 
Command Center and base turrets; that area is secure, and you'll need every soldier at your dis- 
posal. Your best bet is to assemble a squad of 
four or five troopers and send them along the 
valley rim to capture the southernmost turret. 
To minimize losses, try to avoid the Imperial 
patrols and keep your squad as close as possi- 
ble to the ridgeline so the turret can't open fire 
until the last minute. 

Next, move your TR-MB through the pass east 
to the crossroads (just west of the burning 
building). Brenn automatically contacts the 
Rebel leader and learns that Kalaanite resist- 
ance fighters have been alerted to his presence. | 
(Before this point, any Kalaanite you approach „S 
will assume your troops are Imperial thugs Bea 


and attack.) Quickly swing the TR-MB to the ee EET En nen mn ed 
Fig. 13-3. Three AV turrets ring this southern val- 


EE di Pe ae turret you ley crossroads. Take the southernmost turret first 

ge ADred. (circled here), recruit Kalaanites near those burn- 
ing ruins in the center, and then sneak them over 
the ridges to capture the other two turrets. 
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At this point, an Imperial patrol (including (auf or five 
stormtroopers and a pair of AT-ST units) likely will attack. Target 


AL WAYS PARK YOUR 


enemy infantry with your own stormtroopers, letting your cap- 7 À TR-MB NEAR [ANO 
“tured turret pound the AT-STs. This can be a tough fight, but once | de de A nan RE 
the patrol is defeated, you are in good shape to finish the mission. | WP nr Bv Iwo 
Now send a single stormtrooper to the nearby smoking ruins to a Tin Cee STORE 
recruit the squad of Kalaanite heavy troopers posted there. OEFENOS YOUR PRECIOUS COM- 


® . ° MANO UNIT FROM ANY WANGDOER- 
Continue the recruitment process. Send any unit east and NG AT-STs. 


north to the ruins. There, three more Kalaanite fighters join 
you…along with their commandeered AT-ST vehicle. From there, send a Kalaanite recruit due 
north over the hills to hook up with yet another squad of three Kalaanites. Now you control a 
fairly formidable and highly mobile guerilla force. 


KAtAANITE TROOPS ARE POSTED AT EACH OE 
THE EOUR SMOKING RUINS IN THE AREA. VVHEN 
IN NEE OE REINFORCEMENTS, LOOK FOR THE 
CONVENIENT PLUMES OE SMOKE. 


rn 


Keep your experienced stormtroopers in 
reserve now; have three accompany 
Skywalker in the TR-MB. The territory is 
tailored to Kalaanite strengths, so use them 
exclusively to sneak over the rocky ridges Fig. 13-4. Kalaanite heavy troopers can climb 
and drop down on the other two nearby tur- EIRENE A EN TEN RER OE KU 
rets. This gives you full control of the cross- _ RIEGEL KE UC UT ETE RUTLGE 
roads area. The newly captured turrets slug it from behind. 

out with Imperial patrols in the valley, and 

eventually destroy them. 


x PoSsT ONE OR TWO 
Kk KALAANITES UP IN 


Z THE HILLS BEHINO 
ME HACH NEWLY EAP- 


e- B TUREG AV TURRET. | 
B Ie PATROLLING ENEMY 


STORMTROOPERS MAN- 
AGE TO WREST BACK CONTROL Of 
A TURRET. IMMEOIATELY SEND IN 
THE RESERVE KAlLAANITES TO 
REEAPTLIRE IT. 


Chapter 13 Escape from Kk alaan 


Capture the 
Canyon Turrets 


Time now to work your way to the Rebel evacu- 
ation point. Three more antivehicle turrets lurk 
in the canyon that curves northwest and then 
northeast to your destination. Keep your TR-MB 
(and Luke Skywalker) safe near the crossroads 
while you deploy your Kalaanite units over the 
ridges to capture turrets. Advance methodically 
up the canyon, turret by turret. 

Leave only one Kalaanite in each turret you 
take and send the rest of your forces on to the 
next turret. You can advance your TR-MB up the 
canyon, but be sure to park near captured tur- 


mihnandiner bn MOE RDR MOT CPR MID SCOMAIED PIR PIE 


Fig. 13-5. This mission is primarily about turret 
control. The more turrets you capture, the easier 


rets and send in stormtroopers to man them for your escape to the Rebel evacuation point. 

protection from any remaining lmperial patrol s 

units. Send a Kalaanite fighter over the hills to 

rendezvous with a final group of five Kalaanite heavy troopers and their commandeered AT-ST. 
Once you've gained full control of the turrets and eliminated any remaining lmperial units, ke 

move the TR-MB up the canyon to the Rebel evacuation point. Drive it over the flashing green 

indicator to complete the mission. 


TESTER’ TIP 


USE YOUR TWa KALAANITE AT-STs TO OIVERT 


FIRE FROM THE CANYON TURRETS. TURRETS 
PRIORITIZE THE ARMOR. SO YOU CAN SAFELY 
RiN YOUR INFANTRY UP THE CANYON. ALSO. 
THE AT-STS OO NOT CARRY OVER TO THE 
NEXT LEVEL. SO THERE'S NO REAL POINT IN 
KEEPING THEM SAFE. 


Fig. 13-6. Guide your TR-MB (with Luke be 
Skywalker) to the flashing green arrow in this Eh 
Rebel base to complete the mission. * 
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ebel General Tyr Taskeen didn’t | | 
Ree his lofty rank by honoring E | 
the entreaties of Imperial offi- | 
cers. Sure, you delivered Luke 
Skywalker and a TR-MB. But any deter- 
mined, clever Imperial spy could have 
done that. Thus, Brenn Tantor must 
prove himself further in this first pair 
of missions. And the plot is thickened | 
by Brenn's first task—saving his old 
friend and mentor, Beri Tulon. 


Chapter 14 The Ruul Missianë 


Part One 


Primary Mission Objectives 


B Rescue Beri Tulon from Imperial forces before they reach the prison. 
B Get Beri Tulon to the evacuation area. 
B The TR-MB must survive. 


Secondary Mission Objectives 


B Free the Ruulian political leader. 
B Get the Ruulian political leader to any Ruulian adobe. 


New Units 


B Trooper 

B Heavy Trooper 
B Hover Transport 
B Medical Droid 


Mission Strategy 


Try this for fun. Using only Rebel troopers, heavy troopers, and hover transports, rescue Beri 
Tulon from the midst of a heavily armed escort of scout and personal transports and Imperial 
infantry units. Go ahead. We're waiting. And, say— while you're out there, why don't you Stap 
that lmperial Command Center, the one with all 
those gun turrets bristling around it? 

At first this mission may seem difficult, even 
impossible. After all, your forces are severely 
outgunned in the early going. But with the help 
of the LucasArts testing team, we've unearthed 
two solid strategies for success. Neither is easy, 
but then, how satisfying is an easy victory? With 
some skillful deployment, you can make both 
approaches work. 

Focus your early attention on three primary 
enemy groups. First, be aware that a powerful 
Imperial base straddles the road on the east side 
of the map. This features a Command Center 
with an auto-turret generator, three antivehicle 


turrets, three anti-infantry turrets, and a pair of Fin. 14-1. This Imperial base comes into play ín 
AT-PT guards. one of our.strategies, but not the other. 
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Fig. 14-2. One of your primary objectives Fig. 14-3. Your secondary objectives 
is to free Beri Tulon from this powerful are to free this Ruulian political prisoner 


escort of armored transports. from his stormtrooper escort and send him back 
| to a Ruulian adobe structure. 


Next, note the two lmperial escort groups advancing down the road west of your position. The 
lead (southernmost) group is a small squad of stormtroopers escorting a Ruulian political pris- 
oner; liberating him is a secondary objective, Behind this group marches your primary target— 
Beri Tulon, with a fearsome escort of two AT-STs, four AT-PTs, and three stormtroopers. (Green 
dots indicate prisoners on the BHCI map.) 


Strategy One: Hit the Escort Columns 


For this approach, you may ignore the 
Command Center, race to liberate both prison- 
ers (the Ruulian leader and Beri Tulon), and 
then make a beeline for the evacuation area. As 
the mission opens, immediately load the hover 
transport with infantry, and then hustle all units 
west to the Ruulian adobe. Recruit the two 
Ruulian rebels posted there—that is, move 
toward them until their shadows turn Rebel 
red—and then continue southwest down 

the road. 

Look for a nice space between two hills to 
stash the TR-MB out of harm's way (sort of), and 
then start ordering down as many heavy trooper 
reinforcements as you can afford. 


Fig. 14-4. Without armor or big guns, your side 
must rely on your heavy troopers’ grenade- 
launching ability against Imperial walkers. 
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À small group of stormtroopers hits your group from the south as 
you cross the road. Hit ‘em back with concentrated fire andquiekly 


KEEP A MEOICAL 


OROIO IN THE lob grenades; you cant afford to lose many heavy troopers. This 
METEEN | encounter should give you enough Command Points to call in móre® 
ADS reinforcements. Which kind? Hey, you're about to take on a column 
TR-MB: THE OROIO of heavily armored vehicles with nothing but infantry, so you'd best 
OUICKLY RESTORES THEM . . 
EEn HEALTH. order the grenade-launching heavy troopers— exclusively. 


Now you can 
turn your atten- 


tion to the two DON'T SIT ON YOUR 
’ COMMANO POINTS 
prisoner escort IN THIS MISSION! 


. CALL OOVN HEAVY 
groups coming TROOPER REINFORCE- 


down the road. MENTS AT EVERY 

The first 5 a OPPORTUNITY. 

group of 

stormtroopers escorting the Ruulian official. Best 
tactic: attack the Imperial escort with a wave of 
infantry as you zoom a hover transport right up to 
the Ruulian. When the prisoner's shadow turns 
Rebel red, quickly select him, put him in the trans- 
port, and zoom away. If you select heavy troopers 
and hit (T)to enable their grenade-launching sec- 
ondary ability, you should be able to eliminate the 
Imperials with minimal losses. Unload the former 
prisoner from the hover transport and order him 
back to the Ruulian adobe. 


SECONDARY OBJECTIVES: 
FREE. RUWLAN POLITKAL LEADER. (2300) 
GET RUULIAN POUTICAL LEADER TO ANY RUAJAN ADOBE 


Fig. 14-7. When the Ruutian leader returns to any 
Ruutian adobe, it becomes a Rebel structure and 
provides a steady Command Point trickle. 


Fig. 14-6. Rush your hover transport right up to the 
Ruulian prisoner to convert him to Rebel red. Then 
hustle him into the transport and rush away. 
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The rescue fulfills a secondary objective, 
earning you 300 Command Points, and when the 
Ruulian enters the adobe, you get 300 more. 
Pfus, as a Rebel structure now, it also supplies 
an ongoing Command Point trickle. With that 
armored column of All Terrain Transports fast 
approaching, this is no time to save for a rainy 
day. Buy heavy troopers! 


Ad Time now for the mission'’s key battle. The 
second column guards Beri Tulon. Keep at least | 
one hover transport (fully loaded with heavy ? p akar 5 
troopers) tucked away between the hills north | NS 7 i k k 
of the road. Let the lmperial escort clomp past f nj: +, B 


your position before you hit them with every- n 
thing you've got. It's always highly preferable to TRES OTTER ERO RUNEN LG 
hit superior forces from the flank. Then rush ín a hover transport full of heavy 

The nimble Imperial AT-PTs generally counter- FGN ehs 
attack first; target them with grenades immedi- Beri Tulon, and run! 
ately. Keep every available unit in the fray. This 
is no time to hold back. As the forces engage, send the hover transport into the heart of the 
enemy column and unload the heavy troopers. Tulon turns Rebel red; load him quickly and get 
out of there. (The Empire will kill him if he stays in the midst of things too long.) The fresh 
squad of troopers will occupy the Imperials as Tulon escapes. 

Keep the Rusty Eagle dropping in fresh waves of troopers. This fight will be costly, but you'll 
likely prevail. For the rest of the mission walkthrough, skip to “Run to the Evacuation Point.” 


Strategy Two: Take the 
Command Center 


The second approach is a bit more difficult, but 
it pays off nicely if you succeed. Both prisoner 
escort groups follow the winding road that 
swings east past the Imperial base. Again, that 
base features an imposing array of turrets. Thus, 
anyone who controls the base controls passage 
on the road. Winning the base also establishes a 
positive flow of Command Points from the cap- 
tured enemy structures. 

To capture the base, you need at least two 
hover transports fully loaded with infantry units. 
Best tactic: rush one transport directly at the 
nearest antivehicle turret, unload two or three 
troopers, and order them to capture the turret. 


Fig. 14-9. Rush one An full of troopers at 
the nearest antivehicle turret. Send another at the 
central buildings, including the Command Center. 


A 
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If this first transport survives, rush it at the next nearest turret, unload all, and try to take that 
turret, too. (The transport probably won't last any longer than that.) Follow with the second 
hover transport, targeting the auto-turret generator, and then the 
Imperial Command Center itself. 


Once you control the Command Center, you can call down VA Aen 
more troops. Land the Rusty Eagle next to hostile turrets and rush |& ME DM ED 
fresh troops dt GET A MEDICAL 
. : en 8 ORDID INSIDE. 
immediately to THEN YOU CAN RUN 


INJUREDO TROOPS INTO THE 
COMMANDO CENTER FOR REPAIR 


Imperial turrets at [IN THE MIDST OF FHIGHTING FOR 


capture them. All 
this base ard THE HASE TURRETS. 
manned, so you'll 
‚ haveto fight for each one. But every new struc- 
ture you win increases the positive flow of 
Command Points, so you can afford to bring 
down new batches of reinforcements. 

Your goal is to gain complete control of the 
base before the prisoner escort columns march 
past. If you do, your turrets will decimate the 
Imperial escorts easily, and you can run both the 
Ruulian official and Beri Tulon into the 


Fig. 14-10. After you control the base, your newly 
captured turrets lay waste to the Imperial prisoner Command Center for protection. 


escort units. 


Run to the 
Evacuatiaon Point 


Once you've liberated Beri Tulon, get him into 
the TR-MB. If you used Strategy One, ignoring 
the lmperial base, you're probably low on 
Command Points by now. Move cautiously and 
conservatively. If, however, you enjoy the influx 
of Command Points from the captured Imperial 
base, you can order more troops to escort your 
TR-MB (with Tulon inside) to the Rebel evacua- 
tion area. 
Select the TR-MB and right-click on the blink- Jl - 
ing green dot in the lower-left corner of the map. Te 
Then gather all your remaining troops into a sin- KRESS A8GERE ROCE 
gle group and use them to run interference. gets him to Tarkin Prison, he's a dead man—and 


Watch for Ruulian rebels en route. you fail your Rebel test. 
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Add them to your escort group as you pass. 
The TR-MB (with its 350 shield points and 1,000 
armor points) should have the health to survive 
any gun-turret ambush along the road. But with- 
out a good escort, Imperial pursuit units can 
wear down the TR-MB before it arrives at the 
evacuation area. 

One last Imperial squad—one AT-ST, one nst 
AT-PT, and two stormtroopers—prowls the hill 
near the final evacuation point. When you en 
arrive, send your remaining forces at them hard. Dd 
When the TR-MB pulls over the flashing green 
arrow, you've won the mission. 


Fig. 14-12. This last Imperial group patrols the 
p, A A x YOUR BEST BET IS TO evacuation area. Engage them with all escort units 


4 en \ . . 
À CC Kee and slip the TR-MB over the flashing green arrow 
Li 1 [ = 
ae 4 En Ee: La to complete the mission. 
„! BV THE MEETING POINT. 
ide USE ESCORT TRAOPS 
__ TO ORAVV FIRE FROM 
TURRETS AND MDBILE IMPERIAL 


UNITS ALONG THC WAY. 


Part Twa 


Primary Mission Objectives 


B Capture the computer complex. 

Mm Get Beri Tulon into the computer complex. 

B Hold the computer complex until Beri Tulon retrieves the data. 
B The TR-MB must survive. 


Secondary Mission Objectives 


B Capture the main Imperial base. 
B Find the cache of stolen Imperial walkers. 
B Find the hidden Imperial speeder bikes. 
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Mission Strategy 


Now that Beri Tulon is on board with the 
Rebellion, his considerable knowledge of 
Imperial ways will prove most helpful. For exam- 
ple, he briefs Brenn on the location of an AT-AT 
manufacturing facility in the asteroid belt of the 
Trasse system. To penetrate the well-guarded 
system, he adds, you need an lmperial code to 
mask your ship from sensors. 

Thus, your primary task this mission is to 
gain control of the Imperial computer complex 
at Sounder Flats on Ruul and hold it just long 
enough to usher Tulon inside to steal an access 
code from the central Imperial code bank. 

The best way to beat this mission is to cap- 
ture the two Imperial bases—one in the south- 
eastern map corner and the other on the map's 
eastern edge—before attempting to penetrate 
the Imperial computer complex roughly equidistant 
from the two bases. (See Figure 14-14.) 


SPECIAL THANKS TO FORCE COMMANDER LEAO 
TESTER JOHN DRAKE FOR HIS INPUT ON THIS 
MISSIONS STRATEGY. HIS PRELIMINARY NOTE: 


“IF ANOTHER PATH THROUGH THIS MISSION IS 
TAKEN ANO THE BASES AREN'T CAPTUREO. THE 
ATTACKS ON THE COMPUTER COMPLEX ARE 
MUCH MORE INTENSE. DSO IT'S BEST TO TAKE 
THE BASES EIRST.” 


Defend Your Initial 
Landing Site 


If you have heavy troopers in the hangar bay, bring 
down as many as you can. General Taskeen generous- 
ly offers 700 extra Command Points at the mission'’s 
start. Use them to order heavy troopers and two 
medical droids. Put Tulon and a medical droid in 

the TR-MB. Then send a hover transport to 

recruit the Ruulian guerrillas hanging around 

the southern chasm. 


Fig. 14-13. Beri Tulon is now a valuable 
source of intelligence. Your primary goal 

here is to get Tulon into that computer complex 
southeast of your initial position. 


—— Ee nk p 

Fig. 14-14. A rough blowup of the partially 
revealed BHCI map: the Imperial bases lie 
at 1 and 2, the computer complex at 3, the En 
stolen Imperial walkers at 4, and the hidden „ain 
speeder bikes at 5. 
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Group your troops by type, but don't waste time putting them in the transports at first. Just 
leave them out, positioned near the choke point to the southeast. Feel free to use the hover 
transports as expendable shields, placing them in front of the infantry to draw fire. 

Defend your location against several waves of 
attackers, including AT-STs, AT-PTs, stormtroop- 
ers, and speeder bike units. Your forces should 
make short work of anything they throw at you, 
especially if you toss lots of those beautiful 
Amf. heavy-trooper grenades and keep ordering 
| down reinforcements. Keep all your troopers in 
Ke Defensive posture, or they won't close with the 

be __AT-PTs unless you order them directly. 


Recruit the 
Stolen Walkers 


Pop a few troops into a hover transport and AO 

send them to the bottom of the map, just west _ KMAR ROER ROT EEN GE GE 
of the middle (4 in Figure 14-14), where the hits your landing site, use hover transports to draw 
Ruulian guerrilla fighters have procured two AT-FT tire from your toe okee woopers. 


AT-STs and two AT-PTs you can convert to your 
cause. Be single-minded about your destination: your transport draws enemy fire on the way 
down. Ignore engagements, however, and run 
hard. Once you arrive and recruit the Ruulian 
forces, they should eliminate Imperial pursuers. 


Es \ DON'T FORGET TO 
PUT A TROOPER OR 
A GUERRILLA IN THE 


RUULIAN AOODE. 
P |rt Gives YOU A 

COMMANO POINT 
TRICKLE. 


en er en an 


Fig. 14-16. These stolen Imperial walkers, piloted 
by Ruulian rebels, gladly join your cause. 
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Move your newly recruited forces north to the 
TR-MB. Back at the landing site, destroy attack- 
ing Imperial forces, heal your troopers, and 
bring down new troops until you have 60 units 
(with lots of heavy troopers) or a Unit CPS of 
6,000 points. 


Fig. 14-17. Amass a large force of heavy troopers 
before you attempt any assault on the Imperial 
bases. When they're ready, move them east and 
south on foot, rather than in transports. 


Assault the 
Imperial Bases 


Once you acquire a sufficient force, it's time to 
take the Imperial bases. Move your large groups 
of infantry across the top of the map, with the 
TR-MB and transports following behind. Leave 
your troops on foot until you launch the actual 
base assault; you're unlikely to have room to uti- 
lize the transports properly. Station your troops 
in the hills when they're not actively fighting to 
protect them from enemy fire. 

The base you reach first lies on the right side 
of the map, just above the middle (1 in Figure 
14-14). It's the secondary Imperial base. Heavily 
defended by turrets, it presents a stout chal- 
lenge. But with deft deployment, four hover 
transports full of troopers can get in close 
enough to capture virtually everything in 
the base. 

Zip the transports alongside the enemy structures, click Unload All, quickly drag-select all 
troops, and then (Shift+right-click on the structure. Repeat at the next structure. Focus on turrets 
first, and then target the Command Center. 


u 
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Fig. 14-18. Always keep a squad of heavy troopers 
near your TR-MB in case of surprise attack. 
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Fig. 14-19. The secondary Imperial base is a Fig. 14-20. The primary Imperial base is even 
tough nut to crack. Run four transports full of more heavily defended. Again, run troop-laden 
troopers up to various structures, unload, | transports up to capture turrets. 

and occupy. : 


The second base, to the south, is even more 
heavily defended. This is the Imperial primary 
base. There are more turrets (including some 
covering the computer complex), so your hover 
transports will have a much harder time just 
rushing in. Stormtroopers and AT-STs don’t 
make things any easier. Still, four or five trans- 
ports full of troops should be able to capture all 
the turrets, and these in turn can take out the 
mobile lmperial forces. 

Before you turn to the computer complex, 
send at least six infantry units to commandeer a 
batch of Imperial speeder bikes stashed near 
the map'’s east edge (5 in Figure 14-14). Finding 


ha | 
m5 
them satisfies a secondary objective and gives MMA LUIER UAR A, 


you a nice Command Point boost bikes hidden just east of the primary (southern- 
most) Imperial base. 


Storm the Computer Complex 


Finally! Once both bases are in Rebel hands, get ready to capture the computer complex. Beware 
the squad of Imperial speeder bike troops that harass you as you approach. Two antivehicle tur- 
rets guard the west side of the complex; capture them, or they'll make your life miserable. You'll 
need them later, anyway. Take and garrison each turret with two healthy troopers. 
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/ ale \ WHEN vOU ASSAULT yv 
ú hk À THE COMPUTER COM- ed 
| | PLEX AREA. GARRI- se 
GE SON EACH TURREI 
. YOU TAKEN IMPERIAL 
U SPEEOER BIKES TENO 


TO OROP OF 


INFANTRY. WHICH MAY ATTEMPT 
TO TAKE BACK THE TURRETS. 


After you eliminate area defenses, use six 
troopers to capture the computer complex 
itself. Before you order Beri Tulon into the com- 
í | puter complex, however, you must set up lines 

Vene Î of defense against an impending series of 

am ae WE Imperial counterattacks. 

Fig. 14-22. Capture and garrison these First, place a contingent of at least 12 heavy 
two antivehicle turrets on the western side of the troopers east of the southernmost base, near 
computer complex. the edge of the map. Then place another strong 
| ij _squad of heavy troopers just west of the com- 
puter complex. Again, it's particularly important to garrison the western antivehicle turrets, 
as the lmperial counterattack there features packs of stormtroopers who'll try to recapture 


the structures. 
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Fig. 14-23. Place a dozen heavy troopers east of Fig. 14-24. Post another strong squad of 
the primary (southernmost) base. heavy troopers just west of the computer complex, 
B | near the antivehicle turrets. Be ready for an 


\mperial counterattack. 


Now you can move Beri Tulon from the TR-MB into the computer complex to trigger a coordi- 
nated pair of Imperial counterattacks. You must hold out for four minutes while Tulon extracts 
the codes from the computer banks. Of course, if you manage to decimate the two counterat- 


tacks, you've essentially won the mission. kb } 
primagames.com 17: 


eri Tulon's pilfered access code 
B enables you to slip a Rebel capi- 

tal ship into the Trasse system. 
There, you can cozy up to the massive 
asteroid that houses an Imperial AT-AT 
manufacturing facility. 

In this pair of missions, you finally 
nab something really big for the Rebel 
engineers. À little problem with extrac- 
tion from the asteroid forces you to 
change your plans, however. 
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Chapter 15 The Walker bard 


Part One 


Primary Mission Objectives 


RB Capture at least one AT-AT. 
M Get at least one AT-AT back to the Rebel base. 


Secondary Mission Objective 
B Capture multiple AT-ATs. 


New Units 


WM ìnfiltrators 
B Swoop 
MW Y-wing Fighter 


Mission Strategy 


The Walker Gambit missions introduce you to 
Rebel air power in the form of the Y-wing 
bomber—a welcome introduction. You also get 
your first crack at using a nifty little unit called 
the infiltrator, a Rebel commando specially 
trained to penetrate lmperial armored units. 
Yes, you get Y-wings and infiltrators, which 
are both very cool. But don’t run off half- 
cocked, looking for a fight. This mission calls for f 
careful, step-by-step maneuvers. As always, you 
start off seriously outgunned. But deploy your 
Y-wings intelligently, and you can perform the 
walker gambit with elegance, and even aplomb. 
Aplomb is always a good thing. 
Your initial landing party should include at Fig. 15-1. Your mysterious infiltrator commandos 
least six infiltrators, 10 heavy troopers, amed- KANN 
ical droid, two or three hover transports, and, if Gambit missions. 
they survived your previous mission on Ruul, an 
AT-ST or two. (These are available only if you found the cache of walkers captured by the 
Ruulian rebels in Part 2 of “The Ruul Missions.”) Notice that you have an airfield, too. 
It's Y-wing time! 
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Secure Your Base 


After landing, select the middle infantry group 
(nearest the hover transports)—two troopers, 
three heavy troopers, and the medical droid— 
and put them inside the Rebel Command Center 
to prevent a takeover. If you have AT-STs, put 
them in Belligerent posture. Place an anti- 

p infantry turret south of the Rebel base, near 

the small hill. Then put your infiltrators in 

one hover transport and your heavy troopers 

in another. 


lk 


A / Fig. 15-2. Your first Rebel airfield gives you 
access to the deadly Y-wing bomber. 


Er BE ON THE LOOKOUT 
kh \ FOR A PAIR Of 


1 ENEMY PROBE 


Node ÁN oROIUS. ONE TO THE 

de ‚ 

d F SOUTH ANG ONE TO 
ard THE EAST. 


Now order three to five Y-wings. Quickly order down another group of heavy troopers, too— 
four if you have AT-STs, six if you don’t. When the troopers arrive, deploy them near the airfield. 
When the air units arrive, select them all, assign them a group number for quick recall, and then 
put them in Passive posture. (This keeps them from wandering over deadly antiaircraft turrets in 
pursuit of targets.) If you have time before the first Imperial attack (see the next paragraph), 
send your Y-wing squadron on a quick patrol run south down the west edge of the map. 


Fig. 15- 3. Imperial Bardar bike Ewe. hit the Fig. 15-4. Use Y-wings to hit the AT-STs and the 


base first. An anti-infantry turret helps thin mobile artillery units that approach your base from 
their ranks. the south. 
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Eight Imperial speeder bikes zoom in to attack your base first. Squash them with the Yewings. 
heavy troopers, and (if you have them) AT-STs. Note, however, that a dangerous group ôf three 
Imperial AT-STs and two mobile artillery units marches toward you from the south. (You“may 
have found these already if your Y-wings patrolled south of the base.) 

Peel your Y-wings away from the bike attack after 30 or 40 seconds, send them south, and 


bomb the enemy mobile artillery units first. Hurry, before the artillery deploys and starts lob- ĳ- | 
bing shells at your positions. Direct the Y-wings at the AT-STs next, and then order them back to 

base to replenish their bomb supply. ur 
Knock Out Enemy Air Defenses am | 
Your Rebel base should be secure now, for a while. Time to concentrate on confiscating an AT-AT re 


or two (or three). But before you can do that, you must neutralize Imperial air defenses at the 
end of the corridor down which you'll send your Y-wings. 

Send the hover transport full of heavy troopers out the southeast opening of the base. This is 
your antiaircraft turret killer. Stick close to the ridge on the right, following it south, and then 
east, until you find two Imperial antiaircraft turrets. Careful! Stay as far south as you can. These 
turrets lie just outside the Imperial base to the north; a pair of antivehicle turrets and four ready 
stormtroopers lurk nearby. 
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Fig. 15-6. Keep your transport close to the hills on 


troopers down the valley (circled here) that runs the right side. Follow the ridge south, and then 
from the southeastern corner of the base. east to the southernmost antiaircraft turret. 

Drive the hover transport up to the southernmost turret, unload all troopers, and capture it. LE 
Guide your transport north to the next antiaircraft turret to draw heat from the nearby antivehi- 5 af 
cle turret. Then quickly send your heavy troopers into the other antiaircraft turret. Once they asl 
capture it, empty it and send your troopers back south, near the first turret you took. Mee 
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Fig. 15-7. Capture both far southern antiaircraft Fig. 15-8. Knock out the antivehicle turrets around 
turrets to clear an approach to the Imperial base the Imperial base with Y-wing bombing runs. 
for your Y-wings. : En 


Now you have an air approach route to the Imperial base. Send 
your Y-wings (still set to Passive posture) south, and then east, 


/ sr “ KEEP YOUR Y-WINGS 
along the same path as the transport. Swing left (north) at the { W \ se ro Pasar 
captured antiaircraft turrets, approaching the Imperial base from J& B & Posrure. Tus 

. an - . . N ee “ eat GIVES YOU THE HEST 
the south. Careful! A third antiaircraft turret sits atop a hill just  EONTROL OVER THEIR 
7 U ACTIONS. IF AIR 
north of the base. Bomb the stormtroopers and antivehicle tur- ne oo 
rets, carefully directing your flyers away from the northern anti- TARGETING, THEY MAY END UP 
E FLYING OVER AREAS EOVEREO BY 
aircraft turret. ENEMY AIR OFFENSES. 


After your Y-wings destroy the nearest antive- 
hicle turrets, send the hover transport full of 
infiltrators down the same route to the southern 
antiaircraft turret. Put your Y-wings in a holding 
pattern a little southeast of the Imperial base. 
It's time to wait for the first AT-AT. 

When the big boy appears east of the Imperial 
base, order the Y-wings to hit it with their ion 
cannons. (This is their secondary ability; press 
to prime, and then right-click on the AT-AT.) 
Run your hover transport right up to the mas- 
sive walker, unload the infiltrators, select them, 
and + right-click on the AT-AT. The infiltra- 
tors should easily penetrate and control this AT- 


AT, leaving four or five outside. Put these infiltra- KUUR LER a RLLELGERLS  Bpiroach on 
tors back in the transport the eastern side of the base, freeze it with Y-wing 
ion cannon blasts and capture it with infiltrators. 
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At this point, essentially, you've won. Walk the AT-AT back 
toward the Rebel base along the same route all your other units 


a st al THE HIRST CAPTURED 
traveled, but don't let the beast enter your base area yet. í AT-AT TRIGGERS 
Your secondary objective is to capture multiple AT-ATs. And _ EEN 1 Nen 
guess what? Two more of the Imperial monsters are lumbering ot Re 
your way. TURE MORE AT-ATs 

e . . . « . BEFORE THE MISSION ENOS. GUIDE f 
Get your Y-wings and infiltrators ready again. This time, the THE FIRST ONE TO A STOP OU/T- 
AT-ATs have an escort—two AT-STs—so you ek a 


can't run your infiltrators up to the big walkers 
yet. First, order the Y-wings to bomb the enemy 
AT-STs into scrap. Then direct their ion cannon 
fire at both AT-ATs, and send in the infiltrators 
like before. 

If you capture both, swell. But you need only 
one more to achieve the secondary mission 
objective. Now you can select the first AT-AT, 
walk it into the Rebel base, and officially win 
the mission. 


Option Two: 


Land Assault EE RAU 2 
Fig. 15-10. Repeat your infiltrator heroics with at 


Afraid of heights? Buy only one Y-wing. That's least one of these two AT-ATs to complete your 
really all you need to take care of the Imperials MES Es BJE TEN 


who attack your Rebel base in the early going. In 
particular, direct the Y-wing to bomb the mobile 
artillery units approaching from the south. Use 
the Command Points you save to invest in more 
hover transports full of heavy troopers and infil- 
trators; in fact, buy at least four full transports’ 
worth. Then buy a Rebel Technology Center and 
order the Speed upgrade. 

Send the speed-upgraded, infantry-laden 
transports directly to the enemy base. Unload 
all your troops and take over everything in 
sight, giving priority to the turrets and the 
Command Center. Wait until the dust settles 
before going for the auto-turret generator and 


Air Control structures. 
Fig. 15-11. Buy a Technology Center and order the 
Speed upgrade for the land-only version of the 
walker gambit. 
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Plenty of infiltrators should survive for the upcoming walker 
gambit. Unload them from the buildings they occupied and send 
them after the first AT-AT when it arrives. Direct the captured 
‘walker out of harm’s way to the west, and then use the captured 
Command Center to bring down more infiltrators. 

Gather them into two groups of six and make a rush at the next 
two AT-ATs, ignoring the AT-ST escorts. Once you capture the big 
walkers, they'll happily kill the little walkers. Then walk any of the 
AT-ATs back near (but not into) the Rebel base. 

Before you guide the captured AT-AT into your Rebel base area, 
delete anything else you're not using—turrets, in particular—to 
bring your Unit CPS cost below 6,000. Don't be afraid to nuke 
your own airfield, if necessary. You'll get it back next mission. 
Just be sure to leave some infiltrators and a couple of hover 
transports to carry over to the next mission. 

Then wait awhile. Let the steady Command Point trickle from 
the captured Imperial base build up to the maximum 5,000. Now 


Part Two 


B Capture the ion cannon. 
B Get Beri Tulon inside the ion cannon. 
B At least one captured AT-AT must survive. 


B Destroy Imperial bases. 


New Units 


B Swoop 
B Repair Droid 
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VENTURING FRDM 
THE CAPTURED 
ENEMY BASE. 
SEVERAL IMPERIAL 
GUN TURRETS AND 
MOBILE ARTILLERY 
UNITS SIT JUST DUT OF RANGE TD 


| THE NORTH. | 


REMEMBER. DELET- 
ING UNITS ANO 
STRUCTURES IS JUST 


THAT. SELECT THE 


UNIT YOU WANT TD 

ELIMINATE AND PRESS 
ON YOUR KEYBOARD. THIS 
ODESTROYS THE UNIT. 


Primary Mission Objectives 


Secondary Mission Objective 
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Mission Strategy 


An Imperial Star Destroyer blocks your escape 
from the Trasse system with the stolen AT-AT. E., ef Ve 
General Taskeen can't even get his heavy lifters 3: Ì mn 
planetside to extract you from the asteroid. di d act 
So your next task is to fight your way to the We 
powerful ion cannon battery not far from your 
airfield. There, Beri Tulon can squeeze off a few 
shots to disable the Imperial vessel long enough 
for escape. 

Don't forget—you must keep at least one 
AT-AT walker intact for delivery to the Rebel 
Alliance. Anything less is failure. 

The mission opens with your old buddy 


Ld 


‚_ General Brashin making an appearance onthe „4 ; 


BHCI screen for a little prebattle trash talk. Of 


course, he has good reason to be confident of MERA EA ERG CS EN (UAH 


‚_you have at least six infiltrators available. Put 


map: Rebel base (1); northwest path (2); Imperial 
base with landing field (3), southern Imperial base | 
(4); ion cannon (5). 


your demise. The landscape around the ion can- 
non is infested with lmperial units. Your basic 
strategy is to secure your base, and then alter- 
nate between air and land power to hammer 
around the map edge to the Imperial bases and 
ion cannon in the southwest. 


Secure Your Base 


First, put Beri Tulon inside your Command 
Center with a full house of infantry units. Place 
one anti-infantry turret and two antiaircraft 
turrets just west of the airfield. Next, be sure 


them in a hover transport or in the belly of 
your AT-AT. 
Several waves of speeder bikes and B en 


stormtroopers attack your base first, followed Ela 45-13. Plate ti antiairbrafvierate ond ben 
by AT-STs and AT-PTs. Enemy waves hit from the anti-infantry turret just west of your airfield. You 
south, west, and finally north. Use your AT-AT to PAKET AL UE ELN SN TER Ie 
literally walk all over these interlopers. And out an air defense. 

remember—the AT-AT chin gun (its secondary 
attack) can take out enemy vehicles with a single shot. Heavy trooper grenades will decimate 
AT-ST and AT-PT units, as well. 
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In the midst of these attacks comes the first wave of six TIE 


fighters. If you planted your antiaircraft turrets as advised, the 


“ ORDER A REPAIR 


TIE fighters pose no major threat. A few standard troopers also f _OROIO AS SOON AS 
5 z 5 RT . OU CAN AND PUT IT 

can peck away at enemy air units while providing good firepower || | te 

A . i _ POSTURE TO KEEP IT 
against enemy infantry. Ultimately, you face two waves of six TIEs Epe oe 
apiece. Without antiaircraft support, this can get nasty. AGED, UNITS, BuT KEEP 

. . . YOUR EYE ON IT ON T LET IT 
After you knock out the first wave of TIE fighters, order Y-wings | wanoeR INTO THE MIOST DF 
2 5 î WICKED FIREFIGHTS. USE IT 
| and put them in Passive posture. (They have no defense against PRIMARILY TO MAINTAIN YOUR 
f TIE fighters, so you don't want them picking a fight with the sec- | AT-AT's HEALTH. 


ond TIE wave.) Order three or four, if you can; 
keep ordering them as you gain points, to a total 
of seven. Eventually, your Y-wing force will be 
the key to victory. 


YOU CAN SEND 
‚ YOUR AT-AT NORTH- 


FAST OF YOUR BASE 
TO LURE THE SEC- 
OND WAVE OF TIE 
FIGHTERS. AUT OON T 

LET THE WALKER GET 


| TOO FAR AWAY, | 


kad 
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Fig. 15-14. One swarm of TIE fighters harasses 


Now comes the big Imperial assault. Two , : 
rly. A second wave comes in tandem 
AT-ATs, two AT-STs, two AT-PTs, and a single Pdre ee 


AT-AA storm your base from the east. Focus on 
the AT-AA unit first; it's the only weapon in the 
field that poses a threat to your Y-wings. Once 
it's destroyed, select Y-wings (still in Passive 
posture to avoid lurking TIE fighters) and press 
(T) to prime ion cannons. Hit both AT-ATs with 
ion blasts to freeze them, and then capture them 
with your infiltrators. 

Take care, though, because both enemy 
AT-ATs are full of stormtroopers. Wait until you 
hear them unload before sending in your infiltra- 
tors. Bomb the stormtroopers for a quick kill 
(but, of course, avoid bombing your infiltrators). 
After the battle, return your Y-wing squadron to 
base to replenish their bomb loads. 


Fig. 15-15. Here's a close approximation of hell— 
a surprise attack that includes TIE fighters and two 
AT-AT walkers. 
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Clear an Air Corridor with AT-ATs 


Send your AT-ATs up the path between the two northwest ridges. For your next task, youll knock 
out Imperial turrets and units atop the left ridge. Prioritize your targets according to the tlreat 
they pose to your walkers: first the two mobile artillery units, then the ES antivehicle turret, 
and finally the two antiaircraft turrets. _ 

Don't miss the antiaircraft turrets! You're 
clearing a flight path for your Y-wings. (The sec- 
ond antiaircraft turret sits atop the ridge at the 
very end of the path.) Use the mighty AT-AT chin 
gun blast whenever you can. When your big 
boys reach the upper end of the path, you may 
be able to see the Imperial landing platform just 
over the top of the ridge to the west. 


A SINGLE AT-AT 
LHIN GUN BtAST 


WILL SHATTER AN 
IMPERIAL MDBILE 
ARTILLERY UNIT AND 
SEVERELY DAMAGE 

A _TURRET. 


Fig. 15-16. Use the eis Luit AT-ATs to clear 
a path to the northwest for your Y-wings. Knock out 
whatever you find, but be sure to eliminate the two 
antiaircraft turrets on the nearby ridges. 


Eliminate Enemy 


Auto-turret Control 


Send all your Y-wings up the northwest valley 
you just cleared to the Imperial landing plat- 
form. Blow the platform to smithereens. Follow 
the map edge down to the southwest corner. 
Your target is the auto-turret generator in the 
southernmost Imperial base. Keep your Y-wing 
squadron in Passive posture to avoid acquiring 
other targets on the way. 

When the Y-wings arrive at the second 
Imperial base, bomb that turret control! Six or 
seven Y-wings can obliterate this structure with 
their first full load of bombs. Knocking out this 
control allows you to fly over the entire map 


with impunity, because no antiaircraft turrets 
are manned Fig. 15-17. Send your Y-wings through the “safe” 
corridor around the edge of the map to destroy the 
auto-turret generator (circled here) in the south- 
western Imperial base. 
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= E / GUIDE YOUR Y-WINGS 
‘ Empty Y-wings ignore your commands and go straight back to N MANUALLY BACK TO 
| at . . BASE BEFORE THEY 
Ke, the base to replenish their bomb supply, so watch your EN en 
’ ’ = vas BOMB SUPPLY. 
squadron's bomb numbers. If you can't wipe out the auto-turret dee 
4, generator with one bombing run, take control before the bombers : STRAIGHT BACK TO 
DEL GASE FOR RESUPPLY AUTOMATI- 
run dry—follow the antiaircraft-free path north, east, and then EALIY. ON Tus Eeen 


back down to your airfield. 


Bomb Everything 
to Ashes 


This next step is fun: after the Imperial 
auto-turret generator goes down, you enjoy com- 
plete and absolute air superiority. Now your Y- 
wings can eviscerate every hostile unit on the 
map. Bomb all patrolling armored transports 
and troopers, as well as all deployed mobile 
artillery and every antivehicle and anti-infantry 
turret (especially those guarding the ion cannon 
and the Imperial bases). Ignore antiaircraft tur- 
rets unless you're feeling particularly vindictive. 

Important: Keep your flyboys in Passive pos- 
ture and choose each target yourself! You don’t 
want them inadvertently blowing up anything 
useful, such as enemy Command Centers—or, 
worse, the ion cannon facility. 
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Fig. 15-18. Once you knock out the enemy 
auto-turret generator, your Y-wings can fly 
over and ignore all the impotent Imperial 
antiaircraft turrets. 
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Capture the Bases and the lon Cannon 


Load a hover transport with infiltrator commandos and head west and then northwest up to the 
Imperial base (where the landing platform used to be). First, take the Command Center. Thät 
way, if you need more infiltrators (and you probably will), you can order them down right there. 
Empty the Command Center, and then take the Air Control structure. Empty that, as well. If nec- 
essary, bring down more infiltrators; you need at least six to take the next base. Then 
delete/destroy both base buildings. 

You're halfway done with your secondary objective. 
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Fig. 15-19. Send infiltrators to capture both Imperial bases. Then delete the structures to complete your 
secondary objective. 


March your 
infiltrators TECNA! 
/ xs COMB THE SOUTH- 
south past the k á À WEST AREA WITH 
ion cannon facil- [& B YOUR Y-WINGS 
E en á BEFORE YOU MOVE 
Ity to the sec- | B IRoorPs oR Ber 
DP TULON THERE. BoMmg 
ond, southern- INTO OUST EVERYTHING 
most lmperial EXCEPT ANTIAIRCRAFT TURRETS. 


base. Repeat 
the foregoing process for the first base. Order 
down enough infiltrators to leave yourself six 
before you destroy the second base. This com- 
pletes your secondary objective, earning you a 
whopping bonus of 1,250 Command Points. 
Now go take the ion cannon. It's manned by 
only four stormtroopers, so six infiltrator com- Fig. 15-20. Capture the ion cannon with 
mandos should capture it easily. Back at Rebel six infiltrators. 
base, put Beri Tulon on a swoop and direct him 
to the ion cannon facility—but don’t send him inside yet. 
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Prepare for the 


xt Mission 


if your Unit CPS is above 6,000 and you're bleed- 
ing Command Points, you must delete some 
units. Keep at least one AT-AT; it's a primary 
mission objective. Decide which units you want 
to carry over to the next mission. Consider 
keeping your most experienced infiltrator 
commandos and that hard-working repair 

droid, as well. Now walk Tulon inside the ion 
cannon facility. Victory! 
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Fig. 15-21. Get your Unit CPS under 6,000 before 
you order Beri Tulon into the ion cannon facility. 


hen Beri Tulon accessed the 
big ion cannon's targeting 
computer on the Trasse aster- 


oid, he learned of unusual lmperial 
activity in the Endor system. You 
deduce the second Death Star is nearly 
operational: it's time to move fast. But 
first, as General Taskeen points out, 
you have unfinished business to attend 
to back at Abridon. 

The Abridon government has made 
a deal with the Rebel Alliance to deliv- 
er certain essential supplies. In return, 
Rebel forces must retake the Abridon 
government center atop the city's cen- 
tral mound, and destroy the Imperial 
command facility at the foot of the 
mound. Brenn knows this field of bat- 
tle all too well, having set up the 
Imperial Command Center himself. 

It's time for some payback…and 
redemption. 
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Primary Mission Objectives 


M Retake the government center. 

Mm Destroy or capture the northwestern lmperial base. 
B Liberate the refugee camp. 

B Get the refugees into the Rebel Command Center. 


| me 


Secondary Mission Objective 


B Destroy or capture the southeastern Imperial base. 


New Unrts 


M Hover Tank 
M Attack Tank 
B Scanner-jammer (one only!) 
B Airspeeder 


Mission Strategy 


This pair of missions introduces you to the joy of long-range combat. With intelligent use, few 
combinations are more deadly than a Loratus scanner-jammer spotting across the map with its 
long-range sensor for the Yutrane-Tackata T3B 
attack tank and its armor-penetrating proton 
homing missile. You also get your first airspeed- 
ers, which offer your defenseless Y-wings a fight- 
er screen against enemy TIE attacks. 

Mobile AT-AA units also attack your Y-wings 
and your Rebel base endures wave after wave of 
armored assaults, including multiple AT-AT walk- 
ers. But a well-coordinated mix of offense and 
defense in the early going can gain you the air kee 
superiority you need to fend off the Empire’s s ER 
superior ground forces. PN | 

Success hinges on how you develop and 
deploy your forces in the first five minutes of á 
this mission. The key is to establish air power. _ - 

Take the southeastern Imperial base first. This Fig. 16-1. The Abridon government center atop the 
eliminates the enemy's air capability and pro- city's central mound is your primary objective. 
\ Vides you with a nice Command Point trickle. = 
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Use a combination of Y-wings and attack tanks to eliminate the continual stream of enemies 
coming from the base. Between attacks, use the scanner-jammer to spot the southeastern base 
for proton missile launches from your attack tanks. 


The Fire Sequence 


To succeed with this strategy, you must be able 
to prime and trigger quickly each grouped unit's 
secondary ability. For example, say you want to 
fire proton missiles (with a range of 500, about 
one-fourth of the map) at a distant target spot- 
ted by your scanner-jammer. The scan (the scan- 
ner-jammer's secondary ability) lasts only a few 
seconds, so you must fire fast. 


Before you 
. scan, assign your 
‚ CONSIGER LOADING attack tanks a 
AN EARLIER SCE- 
| NARID OR A SKIR- group number— 


NMUSH TO PRACTICE 


Dn Group Ì, for 
THE SECONDARY HRE Fig. 16-2. Master the Meth of hand through 
han hann example. When grouped units, quickly priming and triggering each 
UREN SEREN one's secondary attack. 
ble in the scan, press (1), press (T) (to activate 


proton missiles in the group leader), and then 
right-click on the target to fire. Now quickly hit (F) to cycle a new unit into the group leader slot, 
hit (T) to prime, and right-click on the target. Repeat the (F), (T), right-click sequence quickly until 
you've cycled through the entire group, firing 
each tank's missile. 

Once an attack tank fires a missile, it needs 
time to recharge this secondary ability. Your 
scanner-jammer’s scan fades soon, too, so you 
must wait for that ability to recharge, as well. In 
the meantime, however, a deadly salvo of proton 
missiles zooms toward your doomed target. 


Initial Deployment 


Bring down one repair droid and one medical 
droid from the hangar bay. You need nothing 
else for now. When you hit planetside, complete 


the following steps in order, as quickly as Fig. 16-3. Medical and repair droids are highly 


Be ecaln. desirable in this mission—get one of each, two if 
First, order two more attack tanks. Move your BEENMODE 


scanner-jammer back near your Command 
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Center. (Keep this precious vehicle safe. You get only one this mission!) Put the medical droid 
and five other troops in the Command Center to prevent easy takeover. Position your hover and 
attack tanks facing east, where the roads meet near your base. Assign group number 1 to your 
“attack tanks, 2 to your scanner-jammer, and 3 to your hover tanks. 
Hurry! Hurry! Imperials are coming. 

Stormtrooper snipers fire the first shots from the ridge above 


the road. Take them out with proton missiles from your attack / AN | OVER A 

tanks. (This is good practice for the missile warfare to come.) | EE 
Ignore the buzzing speeder bikes for now. Soon the first wave | FOD. ATTACK TANKS. 
of Imperial armor clanks in from the southeastern base. Slam P ran en 


it with attack tanks using primary guns; let their proton ENEN ARN SEN 
, $ THEM IN YOUR OEFENSIVE ARRAY. 
missiles recharge. 


Fig. 16-5. Use the Loratus scanner-jammer’s 
long-range scanning ability to guide proton 
missiles at this Imperial landing platform in the 
southeastern base. 


Fig. 16-4. The Yutrane-Tackata attack tank, with its 
proton missile capability, is the early mission’s 
workhorse. Its missile range is 500, or about one- 
fourth of the map. 


After the first assault, use earned Command Points to drop a 
Rebel airfield into the mountain recess west of your Command | 
Center. Then add a technology building; upgrades will be most PN NE 


helpful. Ultimately, you want an airfleet of seven to 10 Y-wings, onm Le 
but for now, alternate purchasing Y-wings and attack tanks. You'll AGED UNITS ANO 


. . LAUNCH PROTON MIS- 
need both soon. And always maintain at least one hover tank and SILES AT THE ENEMY'S 


a few ground troops to keep enemy infantry at bay. re ar 
BELLIGERENT POSTURE TO HAVE 
THEM FIX UNITS AUTONOMOUSLY. 
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Take Out the 
Southeastern Base 
While Defending 


Your Own 


Just over the hill east of your Rebel base sits the 
southeastern Imperial base and its landing plat- 
form. This base spawns attack after deadly 
attack on your position, and can supply plenty 
of pesky TIE fighters and bombers. If you try to 
hit it with Y-wings, even with airspeeder escort, 
the TIE fighters and base antiaircraft turrets will 
chew you to pieces. 


fect spot for an airfield. Crank out Y-wings as soon 
as you can to help counter the heavy Imperial 
VVHEN IMPERIALS pressure on your base. 
ATTACK YOUR BASE. 
FOCUS YOUR FIRE 
ON AT-AA UNITS 
FIRST _—_—HEVEN 


IF MASSIVE AT-AT 
WALKERS ARE 
PRESENT. ONCE YOU VE 
OESTROYEO THE ANTIAIRCRAFT 
UNITS. YOUR Y-WINGS CAN 
SWOOP IN ANO BOMB OTHER 
UNITS WITH IMPUNITY. 


So in the early going, do this two-step. When 
Imperial units launch an armored assault, let 
your Y-wings do the dirty work. The best tactic 
is first to freeze AT-AA units with ion cannon fire, 
and then to bomb them to shrapnel and mop % 
up the rest. Let your attack tanks defend them- ae | La 
selves with primary guns. Save your proton Fig. 16-7. Use your scanner-jammer to spot this 
missiles! enemy landing platform just east of the mountain. 

Between attacks, use the scanner-jammer to 
spot the southeastern base just over the western hill. This should reveal the Imperial landing 
platform. Ilmmediately launch each attack tank’s proton missile at the platform. (Refer to “The 
Fire Sequence” section earlier in this chapter.) 
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a. Target the platform, not individual 
TIE units! When the platform blows, all Imperial 
air units go with it. Any shot that hits a fighter 
or bomber is wasted. 

Continue this scanner-jammer/attack tank 
combo to take out both antiaircraft turrets at 
the base; then move in your Y-wings to bomb 
everything that moves. Order two hover trans- 
ports full of infiltrators, roll them in, and take all 
base buildings (turrets first, as usual). 


A Note About 
Command Points zr En [ 
Fig. 16-8. After you sar the landing platform, 


Äs the seemingly endless Imperial assault waves guide your proton missiles toward the base’s two 
shatter against your defenses in the early going, ETEN ATTS 


you earn plenty of Command Points. When you n 
have lots of points, it's tempting to buy lots of 

units. Avoid this. If you build too large a force without establishing a steady income from cap- 
tured enemy structures, the Command Point drain can become crippling. 

Try to keep your Unit CPS below 6,000 until after you take the southeastern base, or you may 
not be able to afford enough infantry to take the base when the time comes. Note also that 
AT-ATs are very, very expensive to maintain. It's hard to resist snatching them with your 
infiltrators, though, so if you capture one, send it on a kamikaze raid into the urban area north of 
your position. It dies fast, but thins Imperials ranks on the way out. 


Take the City, the 
Northwestern Base, 
and the Government 
Lenter 


After you take the southeastern base, a grand 
Imperial assault launches from the enemy’s 
northwestern base. On the ground, this is one 
scary force, with bunches of AT-ATs and AT-STs. 
But with the Command Point trickle from the 
newly captured base, you can buy and maintain 
seven to 10 Y-wings. Again, train Y-wing ion can- 
nons on any AT-AA that crawls forward; kill it di mn 
with bombs, and then bomb everything else. Fig. 16-9. Once the southeastern base is yours, 
send your Y-wings into the city. 
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Fig. 16-10. Imperial geniuses placed only one 
antiaircraft turret in the northwestern base. Spot it 
with your scanner-jammer, destroy it with proton 
missiles, and then send in the happy Y-wings. 


an _ Gitane PS 


Fig. 16-11. Don't miss this small contingent of 
AT-PTs guarding the government mound. 


Send your air fleet into the city to take out all Imperials there, going after the speeder bikes 
and infantry first (their massed blaster fire can actually take down aircraft), and then the mobile 
artillery in the park. Then tour the city and take out the other AT patrols, wary of AT-AAs. 

After clearing the city of Imperials, move your attack tanks north to the bridge across from 
the northwestern Imperial base. Use your scanner-jammer to spot the base’s single antiaircraft 
turret, and then missile it to death. Send in your Y-wings to eliminate all the base ground forces. 

Before you take the second Imperial base, use 
your Y-wings to explore the map, and blast any- 
thing remotely threatening. (The fenced area in 
the northwest is the POW camp.) Then send a 
hover transport full of infiltrators to take the 
northwestern base structures. Heal the 
infiltrators, delete all captured buildings, and 
then send the infiltrators up the hill to take the 
Abridon government center. (Be sure you clear 
all four AT-PTs off the hill first.) 


Liberate the POWs 


You're in control now, so prepare before you 
take the final steps. First, pick out your six most 
nen BRE amour single me one hover transport. Then ferry them back to your 
experienced attack tank and set them aside to Command Center. 

carry over to the next mission. Then delete _. 
inexperienced units until you get below Unit CPS of 6,000. 
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| o the POW camp. When the transport arrives, six POWs appear. Select them, put them 

in € transport, and bring them back to your base. Unload all six from the transport and walk 
hêm into the Command Center. 

You win! 


Part Two 


Primary Mission Objectives 


B Minimize contact with Imperials and capture the shipyard. 
B The TR-MB, four pilots, and four A-wings must survive. 

B Get the pilots into the A-wings. 

B Control the shipyard until four A-wings escape. 

B Neutralize the remaining Imperial forces. 


Secondary Mission Objectives 


B The shipyard survives. 
B All the A-wings escape. 


Mission Strategy 


The good news: the Abridon government has a shipment of A-wings, the galaxy's fastest fighters, 
available for the Rebellion's attack on the second Death Star. The bad news: you must ferry a 
transport of Rebel pilots through the embattled city of Sayan to the Abridon shipyards. Imperial 
fixed artillery is battering the city into rubble, and bitter fighting between Imperial AT patrols 
and Abridon nationalists makes every street corner a potential death trap. 

This mission starts off as a stealthy tiptoe across the Sayan cityscape: you're vastly outnum- 
bered, with no way to call down reinforcements. After you reach the shipyard and the A-wings 
are away, the mission turns into an ugly slugfest—one you should conduct from long range as 
much as possible. 

Carry over six infiltrators and one attack tank only! You want to avoid detection early in this 
mission, so you don't want a large, clanking battle group. After landing, place Rebel A-wing 
pilots, heavy troopers, and infiltrators into separate transports. Then group your initial forces 
this way: 


B Double-click on each hover transport to select all three and assign them a group number. 

Mm Assign all tanks (hover and attack, no more than four) to a group. 

B Double-click on each scanner-jammer to select both and assign them a group number. 

B Drag-select the remaining troopers and bikes, and then + right-click on a scanner-jammer 
for them to follow. 
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Your path to the shipyard is critical: you must 
avoid contact with AT patrols because you're 
not much of a fighting unit yet. Save your game 
regularly as you move through the city, and refer 
to Figure 16-13 if you get lost. 


Creep Across 
the Cityscape 


Direct your groups along the bottom of the map 
to the west end of the grassy park. When you 
reach the road, go right (north), and then veer 
left down the street that branches northwest. 
Keep all three groups moving through the par- _ KUMRAES Take this route across the Sayan 
tially destroyed buildings on either side of the urban nightmare. 
road. (See Figure 16-15.) 


Fig. 16-14. Slip your group quietly out the western Fig. 16-15. Move your convoy between the shat- 
end of the park. Then veer northwest along the BN tered bluish buildings lining the first road. 
road (circled here). 


Before you reach the building that sits on a pyramidal founda- 


tion on the right side of the road, turn right (north) to exit inte an M \ YOU MAY USE THE 
open area. Ahead on the right an AT patrol exchanges fire with E Ô einen bed 
Abridon nationalists around three buildings on a T-shaped plat- ik EE een! 
form. Keep left, close to the pyramidal foundation, to avoid the ING Tre SHIPvARO. 


fighting. Once you get past the skirmish, proceed toward the 
smoking, cone-shaped building (Figure 16-16). 
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Fig. 16-16. After you find the smoking, cone-shaped building (circled in both shots; shown from above and 
from the side), move into the grassy park just to the east. 


Another grassy park lies just east of the cone-shaped building. Enter the park and set way- 
points at its north end. From there, go right (east) to the road, just past a pair of silo-shaped 
buildings on the right; then go left (north) and follow the road a short way to the T intersection. 


Capture the Fixed Artillery 


At this point, things get scary. From the inter- 
section, look northeast beyond the empty plat- 
forms and locate the ramp to the shipyard. You 
also should see 
two fixed 
YOU CAN'T CALL artillery batteries 
RA OOVVN REINFORCE- n 
| MENTS UNTIL ArteR | On raised plat- 


B YOU TAKE THE SHIP- 
YARO BUILGOING. forms to the 


d IF ANY OF YOUR north. (They see 
THREE TRANSPORTS 
FAIL TO MAKE IT THIS FAR, YOU you, too, SO 


SHOULD PROBABLY RESTART 
THE MISSION OR LOAD A 
SAVE GAME. 


hurry.) A very 
well-guarded 
base lies directly 
east: we're talking two AT-AT monsters and a 
huge host of other units and turrets. 

set a waypoint at the bottom of the ramp for__ BSE EERE LORT ORTE 


each group, and then set more waypoints up the KAMWEKGAENIRUEN NE Oi NEA U: 
ramp and into the shipyard. Now comes the fun KUUR EGA EN A 


part. As your hover transports approach the 
ramp, select the transport with the infiltrators. 
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Guide this transport to the northern side of the fixed artillery platforms and positionit behind 
the large middle platform; it's safe from incoming fire there. Unload the infiltrators, send three 
into each fixed artillery unit, and capture them. Use the fixed artillery to take out the neatby Al 
turrets and any AT patrol in sight. 


Take the A-wings 


When your remaining units finally make it to the shipyard, empty the transport of Rebel 
A-wing pilots and place one pilot near each A-wing. (They can't enter the crafts yet.) Unload 
the heavy troopers from the remaining transport and order them to take over the central ship- 
yard building. 


kj 
_ df kad 


EN a 


h pt en be 


zr 1 


Fig. 16-18. Order the Rebel pilots out of their 
transport and post one next to each A-wing fighter. 


Fig. 16-19. After your pilots are in position, order 
heavy troopers to capture the main shipyard building. 


This triggers a conversation between Brenn and General Taskeen; yes, the A-wings are yours, 
but now you're asked to neutralize the remaining Imperial forces. A heavy lifter lowers the TR- 
MB. This prompts the pilots to board the A-wings and take off. 


Defend the Shipyard 


Here's a little secret. An evil Imperial probot is parked behind the tower at the west end of the 
shipyard. The nasty little thing can summon TIE attacks if it spots your forces, so send a couple 
of troopers to blast it. 

The TR-MB allows you to bring down reinforcements. Get enough attack tanks to give you a 
total of six or seven, plus a few hover tanks, a repair droid, and more infiltrators. Assign like 
tanks a single group number. 
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€ en, the Empire, and now a couple of AT unit 
| heavy attack groups are on the way. Position 
your tanks at the top of the ramp. When walkers 
arrive, hit them hard with proton missiles 
before they get too close. Try slipping a few 

k linfiltrators into approaching AT-ATs and AT-STs, 
| as well. 

ÀAny enemy armor you capture will probably 
push you over the Unit CPS limit of 6,000, so run 
any captured rig right back into the Imperial 
base to slug it out with enemy units and turrets. 
Also beware of roaming mobile artillery units 
that may accompany the AT units. 

Now go after the remaining Imperial bases. Fig. 16-20. Beans, the repair droid, is a good 
(You can destroy them or capture them. If you friend ín the mission’s later stages. 
capture the bases, Command Point drain ceases B 
to be a problem.) 


Wipe Out the 


Eastern Base 


Start with the eastern base. You'll spot the hos- 
pital first. Missile it into little bits of sterile 
gauze with your attack tanks. (Note that knock- 
ing out big structures with fewer than five attack 
tanks is time-consuming.) 

Two AT-ATs, a patrol of AT-STs, two each of 
anti-infantry and antivehicle turrets, and a cou- 
ple of mobile artillery units guard the base. 
They'll come after you eventually when they 
lose the hospital. Leave the attack tanks on the 
ramp. Slip your hover tanks down around the 
hospital foundation on the east side of the base 


Ë d d Fig. 16-21. These walkers are lehan about los- 
EOD ne CONS Siam pot other base ing their hospital. Cheer them up with a few salvos 
buildings for the attack tanks. of proton missiles. 


Cycle through the attack tanks and use their 
missiles on the buildings. Wait for one set of missiles to hit before firing the next to ensure some 
of your group is always fully armed—just in case the AT-ATs make their move toward you. A 
scanner-jammer/attack tank missile combo works quite well too. 


gh 
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Prowl the base with your hover tanks to eliminate all troopers before you leave th@ jn 
Direct all tanks due west, past where you originally found the fixed artillery (most likely 
destroyed by now). Keep a sharp eye out for the last AT-STs that patrol this area. If they spot 


you, they make you a target for TIE fighters and bombers, as well as the mobile artillery at the 
other base. 


Wipe Out the Western Base 


Careful here. This last base features a landing platform, home to many howling TIE air units. 
Patiently spot with your scanner-jammers and drill proton missiles into the platform and any- 
thing else with a gun—turrets, mobile artillery, and AT units. Again, don't target individual TIE 
fighters or bombers. When the landing platform lights up, so do all air units. 


Ln " 
A A Fig. 16-23. A hulking AT-AT stomps around build- 
Fig. 16-22. This Imperial landing platform is infest- ings south of the western Imperial base. Knock it 
ed with flying pests. Destroy them with proton mis- out from long range with a few rounds of missiles. 
siles—but target the structure, not the units. | 


Use your attack tanks’ proton missiles to decimate both mobile 
artillery units, the TR-SD, and the airfield. Be careful of the big AT- 
ÀT lurking just to the south. You can destroy it easily with your 
attack tanks (if you have six or more). 

Finish off the remaining buildings, turrets (one each: antivehi- 
cle, anti-infantry, and antiaircraft), and troops. You must eliminate Ve eternet 
every Imperial unit to win. If the mission doesn't end, search the 2 INFILTRATDRS AND 


. 8 ATTACK TANKS FOR THE MISSION 
shipyard (particularly near the western tower), and then the rest | AFTER THAT. | 


of the city, for wandering stormtroopers or probots. 


DON'T WORRY ABOUT 
ORDERING CARRY- 
OVERS FOR THE 
NEXT MISSION. 
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Te Emperor's second Death Star 
hovers like a pale skull in the 
skies above Endor. Brenn Tantor 

joins an all-star cast in the Lambda- 

class shuttle Tydirium that will serve 
as your base of operations for this mis- 
sion. The Death Star's massive shield 
generator lies somewhere on the lush 
planet below. As Taskeen says, “The 
starfighters up here are counting on 
you to get that shield down.” 

The shuttle’s small capacity limits 
your forces at first, so this mission 
calls for an early recruiting effort 
amongst the furry locals. After you 
amass a strong enough force, you 
must find the shield bunker and 
guide Han Solo into it, and then with- 
stand a furious reprisal by the Imperial 
base garrison. 
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Primary Mission Objectives 


B Capture the shield bunker. 

B Get Han Solo inside the shield bunker. 

M Luke Skywalker, Han Solo, Princess Leia, Chewbacca, R2-D2, C-3PO, and the shuttle Tydirium 
must survive. 

B The Ewok village must survive Imperial counterattack. 

Mm Destroy the Imperial Command Center. 


Secondary Mission Objective 


B Acquire all available Ewoks. 


Mission Strategy 


No, it's not a bug. You have no units available in the hangar bay. You must complete the first part 
of this mission with only the units assigned. Fortunately, they're pretty darned good—one Jedi 
Knight, one tough princess, a Wookiee who can tear the ears off a gundark, and a cocky Rebel 
officer named Han Solo. Not bad, eh? 

You also get some infantry, as well as a couple of dusty droids who've been around the block a 
few times. Your landing party is arrayed around the shuttle Tydirium, Brenn's mobile command 
unit for this mission. 


Special Characters for 
this Mission 


Leia and C-3PO 


When either of these two walk close to Ewoks, 
they convert the little creatures to the Rebel 
cause. Unless Leia or C-3PO is on a speeder bike 
or in an AT-ST, Ewoks won't attack them. 
However, they can take proximity damage 
from Ewok catapults if they're too near your | 
other forces. bee 
Fig. 17-1. be je of Rebel Le for ee 
ission Ì as impressive as it gets—Luke 
Luke Skywalker Skywalker. Piinss Leia, Han Solo, Chewbecs 
If necessary, Luke can single-handedly take out KiSS OEL ROR B CE CRU ALU SE 
the speeder bikes and stormtroopers near the — ĳ 
starting location. Until he gets close to the main Ewok village, Luke can use his point-scan ability 
to scout the entire map. When he reaches the village, he exits the mission for, uh, family reasons. 
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stu pr However, he can survive if his captured AT-ST or AT-AT blows up. Therefore, it s 
best to save Chewie for capturing one of the two AT-ATs on this level (the first is best). 


Han Solo 


One primary objective is to get Han into the shield bunker 

so he can blow the shield generator. After that, Han's just along Wee 
for the ride. You can't really use him in combat, because you GA ESE 
have no medical droid at first and you must keep him alive to THIS MISSION. 


win the mission. 


Recruit Ewaks 
Three Ewok gliders and some regular Ewoks patrol directly west 


of the starting location. Group Luke, Artoo, and Leia or C-3PO and | EE 
send them to the Ewoks immediately. Let Leia (or C-3PO) lead to One 
convert the little fuzzballs. Don't go far and don't stay long. RECRUITS THEM. 


Imperial speeder bikes lurk just to the north, and an AT-ST lies to En Sn 
the west.  THEY OROP FROM THEIR GLIOERS. 


You could use the Ewok gliders to scout the level, but it's bet- 
ter to send them against two nearby AT-STs; 
each stands alone, without any antiair support. 
The first AT-ST is close, in the extreme south- 
western corner of the map. The rock bombard- 
ment takes a while (each hit inflicts only 6-8 
points of damage). But the gliders kill the 
defenseless walker eventually. (The fool won't 
even run.) Then send them on to the next tar- 
get—an ÀT-ST standing alone near the Ewok hut, 
right in the center of the map. 


VWVHENEVER YOU 
OEPLOY EWOK GLIG- 
ERS. WATCH THEM - En Asen rs midden apen ne 
CLOSELY. p i 

OBvousty. vou Fig. 17-2. After Leia or C-3PO recruits the Ewok 
gliders, send the flyers to drop rocks on two near- 
by AT-STs. (This one’s near the Ewok hut in the 


center of the map.) 


WANT TO AVOID ANTI- 
AIR OEFENSES. Bur 
AVOID STORMTROOPERS., TOO. 
THE ANTIAIR CAPABILITY OF THE 
STANOARO IMPERIAL RIFLE IS 
MORE THAN ENOUGH TO TAKE 
OOWN A GLIOER. 
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ae \ DON'T WASTI 
RK CHEWBAFCAS ABltl- 
YOU CAN TAKE SEVERAL APPROACHES TO THIS MISSION. FOR EXAMPLE. 
INSTEAD OF BOMBING THE TWO LONE AT-STS WITH GLIGERS. YOU CAN 
CAPTURE THEM: SEND EMOKS TO OISTRACT THEM. AND THEN SNEAK AN 
INFETRATOR FROM BEHIND. 


MB TY TO CAPTURE 
hd ARMORFO UNITS ON 
NW A MEASty AT-ST. 

B SAVE HIM FOR ON 

m DF THE AT-ATsS CATTER 
IN THE MISSION. ONCF HE ENTERS | 
IT. HE BECDMES A PART OF THAT 
VEHICLE. ONCE THE AT-ST oirs. 
CHEWIE POPS BACK OUT. 


| 


BECAUSE INFILTRATORS HAVE ONLY A A3 PERCENT CHANCE OF CAPTURING 
ANY _NONDISABLED TARGET. INEVTTABLY THIS METHOD REOUIRES LOAOING SAVE 
GAMES. FAILURE MEANS LOSING AN INALTRATOR FOR NOTHING. AND YOU 
CAN'T AFFORD THAT. | PREFER TO BOMB THE AT-STS WITH MY EWUOK 
GLIDERS. AND SAVE THE PRECIOUS INALTRATORS TO BE SURE | CAPTURE THE 
SH DOND AT-AT LATER (THE ONE CHEME DOESN'T COMMANDEER). 


While the gliders hit the first AT-ST, add the 
three walking Ewoks to your group. Now send 
the squad east, again with Leia (or C-3PO) in the 
lead. You'll find more Ewoks to recruit in the 
southeastern corner of the map. Then head 
north up the map edge to the Ewok village. 
(Watch for speeder bike patrols on the way.) 

Ägain, use Leia or Threepio to recruit the vil- 
lage to Rebel red, including the Ewoks' two 
mobile and three fixed catapults. At the village, 
Luke suddenly senses Darth Vader's presence 
and heads off to confront him. (That's OK. You 
didn't need him, anyway.) 
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Fig. 17-3. Send Leia ahead into the Ewok village to | 
convert the inhabitants quickly and avoid a fight. 
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Fig. 17-4. March Han, Chewie, and the rest of your Fig. 17-5. Find a pair of abandoned speeder bikes on 
troops up to the Ewok village after Leia pacifies it. the way to the village and mount Chewbacca on one. 
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Now walk Han, Chewie, and any remaining troops from the 
shuttle Pydirium northeast to the Ewok village. On the way, look 


ASSIGN A SEPARATE 


for two”abandoned speeder bikes (yellow dots on the BHCI map). |4 P GROUP NUMBER TO 
‚… HEWIE DN THE 
Pút Chewie on one bike and assign him a group number—let's say entenen ON 
WANT IMMEOIATE 
l. You can ignore the other bike, or put a trooper on it. (lt might | Acre eN 
be useful later as a decoy to draw fire from Chewie.) HIS TIME COMES. 


Continue up to the Ewok village. 

Send Leia west with a few troops to the Ewok hut in the middle of map (where the AT-ST was 

L$ … before your gliders stoned it). Recruit the two Ewoks near the hut, and then walk Leia northwest 

Ì ‚over the hill to recruit two more Ewoks, two mobile catapults, and two Ewok gliders. Bring them 

EN all back east to the main Ewok village. Group the new gliders with the first three gliders. Now 

/ \WE _ you have a credible air force! 

d J od One more Ewok squad awaits you. Group Leia with a strong contingent of Ewoks and a mobile 
É catapult or two for protection. Walk this group up the eastern side of the map to the far north- 

eastern corner, sticking close to the mountainside. On the way, you'll probably encounter 

Imperial speeder bikes. Keep Leia out of the fray; your Ewoks should handle it easily. 
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1 Fig. 17-6. Send Leia with a good escort up to the Fig. 17-7. After Leia recruits the last Ewoks, put 
an northwestern corner of the map to recruit the last 888 her in this hut at the rear of the village. Put C-3P0 

Ewok group. Keep close to the mountainside to and R2-D2 there too, for safety. 

avoid \mperial attention. 


Send Leia to recruit the four Ewoks and their two mobile catapults. Now you have serious 
| artillery available, too. And you've recruited all available Ewoks to the Rebel cause, which gives 
rn you a nice Command Point bonus of 1,000. 

Select Leia individually and carefully guide her back to the Ewok village. Put R2-D2, C-3PO, and 
Leia into the Ewok hut behind the village (eastern edge of the map) for safekeeping. Keep your 
infiltrators near the rearmost hut, as well. You don’t want to lose any yet. 


Get Han into the Shield Bunker gs 


- Kk | i 
You've done the prep work. Now the mission kicks into high gear. Group Han Solo with fo | 
dable platoon of troopers, heavy troopers, Ewoks, and at least three mobile catapults. (No infil- 
trators! Save them for later.) March north, and then east to the shield bunker (near the top of hd 
map, in the middle). A pair of AT-STs and a squad of stormtroopers guard the bunker, so keep 
Han to the rear of your force. 
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Fig. 17-8. Send Han Solo into the bunker to place 
the ger Then hustle him back to the village. 


Fig. 17-9. The Imperial counterassault marches east 
down this narrow ravine toward the Ewok village. 


Attack the Imperials. Hit the AT-STs with 
heavy-trooper grenades and mobile catapults 
(amazingly powerful for such low-tech things). 
The walkers go down fast. Mop up the 
stormtroopers with your Ewoks. Then send 
a pair of Ewoks into the shield bunker to 
Capture it. 

Put Han into the bunker to set the explosive 
charge, and then unload the bunker and run all 
your forces directly back to the village. A big 
Imperial counterassault is on the way, led by a 
thundering AT-AT. And that means it's finally 
Chewbacca time. 


Chewie the AT-AT Fig. 17-10. Is this a welcome sight, or what? After 


the timer runs out, reinforcements finally arrive at 


: : hes th 
When the first Imperial assault approaches the the shuttle Tydirium. 


Ewok village, be sure Chewbacca is on a speeder 
bike, ready to go. Send forward a smokescreen 
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of Ewoks, fFoopers, and a couple of catapults. As the Imperials engage this force, hit 
Chewbaceca's group number, speed his bike up to the AT-AT, hop him off the bike, and steal the 
AT-AT. Yes, your favorite Wookiee now fuses his being with the big walker. Use “Chewie the 
AT-AT” to kill everything else in the first Imperial assault. 

À second Imperial assault group—two AT-STs, two AT-PTs, and a few stormtroopers—arrives 
eventually. With Chewie and your remaining Ewok forces, smashing this wave shouldn't be diffi- 
cult. After you wipe out the enemy, the timer runs out, the Death Star is destroyed, and massive 
reinforcements arrive at the shuttle Zydirium to help you take out the Imperial base. 


Destray the Imperial Base 


Load your four infiltrators into “Chewie the AT- 
AT” and march him down to the shuttle Tydirium 
to rendezvous with your reinforcements (four 
attack tanks, four hover tanks, two mobile pro- 
ton torpedo launchers, two repair droids, and 
two medical droids). Repair any damage to 
Chewie and load a medical droid into his belly. 
(Your infiltrators should be perfectly healthy, 
but if not, the droid heals them.) 

Now move your entire battle group, led by 
Chewie, north and west toward the northwest- 
ern pass leading to the Imperial base. Another 
AT-AT patrols this area, stomping from north 


= À ib 
to south, and turrets and a deadly heavy Kn x Ms lk Eat 
artillery platform guard the pass well. Halt all __ FSG vR VOAB ATEN ETAT LET 
units south of the pass. Then send Chewie for- leads northwest to the Imperial base. Load 

ward alone, but just to the mouth of the pass, Chewie's AT-AT with infiltrators, drop them near 


out of range of the turrets. the enemy, and capture the second walker. 


You might want to save your game here. 
The idea now is to draw the enemy AT-AT to Chewie for a beast- 
to-beast confrontation. Wait until the enemy walker draws close 


en’ \ - sf: ®, \ PuT YOUR MOHILE 
to Cnewig s walker; then quickly unload your infiltrators from { WW \ roreeno LAUNCHERS 
Chewie's belly and capture the other big guy. Do this successfully, [8 k_B IN PASSIVE POSTURE 
Ä N . Bd BEFORE UNLOAOING 
and you've basically won the mission. ed B YOUR INFILTRATORS 
5 « e . 5 = = T 
Quickly order a repair droid to fix any damage Chewie suffered en An 


during the exchange. Meanwhile, send the new AT-AT at the heavy | YPU OON'T WANT PROTON TORPE- 

4 - Á 4 DOES SPLASHING AROUND THE 
artillery unit on the map's western edge. Take it out with a mighty [oi WALKER AS THE INFILTRATORS 
chin-gun blast, and then shift the AT-AT's attention to the turrets, LO NSO 
Fire proton missiles from your attack tanks, too. You should make 


mincemeat of the lmperial structures in short order. 
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When Chewie's AT-AT is fully repaired, you have a very scary strike force. Move all units north | 
to decimate the enemy: wipe out the landing platform, all the remaining turrets, everything. But 
save the Command Center for last. That way you rack up as many Command Points as possible. 


Fig. 17-12. This heavy artillery unit on the western 


edge of the map poses the only major threat to the Command Center for last. 
your AT-ATs. 
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Alternative Method 


IT'S POSSIBLE TO WIN “THE ALLIANCE STRIKES BACK” WITHOUT TRIGGERING THE 
MAJOR ASSAULT AT THE ENQ (OR THE REINFORCEMENTS). HT INVOLVES TAKING OUT 
THE BASE BEFORE YOU PUT HAN IN THE SHIELO BUNKER. THIS IS ACCOMPLISHEO 
USING “CHEWIE THE AT-AT” TO OESTROY TURRETS (OR TO GET YOUR INFILTRA- 
TORS CLOSE ENQUGH TO TAKE THEM OVER). USE CAUTION. BECAUSE. AT-AT OR 
NO, CHEWIE IS STILL A MAIN CHARACTER WHO MUST NOT OIf. STILL. IT'S POSSI- 
BLE TO FIGHT EACH TURRET ON THE EASTERN SIOE OF THE HASE ONE AT A TIME. 
OPENING THE WAY FOR YOUR HEAVY TROOPERS TO OESTROY THE BASE. 
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t last, you're on the late 
Emperor's doorstep. The evil 
alpatine may have perished on 


the Death Star two years ago, but the 
power of the dark side still befouls the 
streets of Coruscant, the urban planet. 
Time for some Rebel sanitation work. 
This killer mission three-pack taxes 
your skill with a variety of tactical situ- 
ations. Your first task is to slip a force 
into a polar base to knock out the 
sensor antennae, thus punching a 
black hole in Coruscant'’s planetary 
sensor net. Next, you must pound 
open the gates of Imperial City, 
home of the Imperial Palace. Finally, 
you lay siege to the dark palace itself, 
fighting through legions of elite 
lmperial guards. 


Chapter 18 The Siege of Corúscant 


Part One 


Mission Objectives 


B Capture the Imperial Command Center. 
B Neutralize all four Imperial sensor buildings. 
B Eliminate the Imperial counterattack force. 


Mission Strategy 


Yes, Rogue Squadron managed to take down 
Coruscant's shields. But a planetary sensor net 
still prevents Rebel forces from landing en 
masse on the Empire's home planet. Your must 
destroy one node of that sensor net—a set of 
four antennae—and thus create a hole through 
which the Alliance can slip an assault force 
undetected. The node selected is in Coruscant's 
forbidding arctic region. 
If you approach it correctly, you can beat this 
mission fairly quickly… particularly if you can | 
bring down a couple of attack tanks and some ain 
extra infiltrators from the hangar bay. A tougher EEfRES TKN ELE ENEN DUET SETS 
scenario exists, however, in which you operate _ELUED SUE EROK TBE DIT RL (LN ACNE LD 
with only the infantry units you're assigned. 
Your overall goal is to capture all four sensors first, if possible, and let the Command Point 
trickle from those conquests build your store up to 5,000. Then capture the Command Center 
and immediately order down enough stuff to knock out a fearsome Imperial counterattack. 


Pick Off the Base Defense 


The base defense is fairly weak. Unfortunately, so are you. A group of Imperials is camped just 
east of your starting location. It includes an AT-ST, an AT-PT, and 10 stormtroopers. Using attack 
tanks, you can just launch a frontal assault and mow them down, hitting the armored units first 
with proton missiles and grenades. Without the tanks, you can still attack and win, but you may 
suffer too many casualties to capture the sensors and the Command Center. (Remember, you 

get no reinforcements until you neutralize the sensor antennae and capture the Imperial 
Command Center.) 

The better way without tanks: Provoke the enemy to assume a defensive formation, which 
your foe will do when you kill any unit. (Do it soon, because they launch their own frontal assault 
if you wait too long.) Shortly after you arrive, the Imperial units deploy in a north-south line 
atop the pipeline just east of your own (see Figure 18-2). 
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“Sstanding on the opposite pipeline. Pick off a 
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First, move some heavy troopers off your 
pipeline, and then north a short distance. Then 
walk them east just until you see stormtroopers 


stormtrooper from the northern end. 

This prompts the Imperial units to cluster on 
the pipe at the southern end of the snowdrift. If 
you have attack tanks, inch one Rebel trooper 
forward as spotter, and then rain proton missiles f& 
on the bad guys. With no tanks, however, you | 
must inch all your Rebel troopers forward until 
the enemy units come just into view. (The ‘ TR 
Imperials are in Guard posture, so they won't | | | 
attack you.) Once you spot the nearest unit, Le RE ee te 
order your heavy troopers to throw grenades at MESA SUE EE GEN EEN 


it and the units next to it (but not the ones a north-south picket line across the top of the 
behind it). pipeline to the east. 


an d- 


As soon as the grenades are tossed, immedi- 
ately back the heavy troopers away for healing from the medical droid. It’s possible for them all 
to survive, depending on the AT-ST's aim. Repeat as necessary until the enemy is no longer. 


Capture the Four Sensors 


After you eliminate the main Imperial defense squad, send a group of three troopers (including 

at least one infiltrator) to each sensor antenna (Figure 18-3). Watch out for stormtroopers 

_patrolling the area; again, they're in Guard 

posture, so they won't bother you if you stay out 
of range. 


CONSIOER OESTROYING (RATHER THAN CAPTUR- 
ING) AT LEAST ONE ENEMY-HELO ANTENNA WITH 
YOUR INFILTRATORS ANO ANY REMAINING 
TROOPERS. THE EXPERIENCE THEY GAIN WILL 
HELP THEM WIN THE COMMANO CENTER 
ASSAULT LATER. 


Fig. 18-3. The four ungarrisoned sensor antennae 
are easy pickings. But prepare to hold them 
against wandering pairs of stormtroopers. 
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Capture all four sensor-antenna structures. This requires no fighting; none of them are gar 
risoned. However, the stormtrooper patrols may try to take antennae back. So be surêto N 
garrison them, adding at least one infiltrator to each antenna. Once you capture all four 
„complete a primary objective—"The node is ours!”—and gain a bonus of 400 Command Point St 

Your next step: wait. 

Keep waiting. 

Wait until the Command Point trickle from the captured antennae pushes your total to the 
maximum of 5,000. Then send your infiltrators toward the Imperial Command Center in the mid- 
dle of the map. 


Take the Command Center 


Again, all of this is much easier if you bring down 
carryover attack tanks and infiltrators from the 
hangar bay. Two brooding antivehicle turrets 
bracket the Command Center. If you have 

attack tanks, you can hit the turrets one at a 
time, killing them with proton missiles. But 
antivehicle turrets may prove helpful against 

the coming lmperial counterattack, so consider 
capturing both turrets with infantry, if you have 
enough left. 


Fig. 18-4. Two antivehicle turrets guard the 
Command Center. If you have infantry only, you 
must capture them first. 


GAVE YOUR GAME BEFORE YOU ASSAULT THE 
ANTIVEHICLE TURRETS ANO THE COMMANO 
CENTERI |F YOU GIG NOT BRING OOWN CARRY- 


OVER TROOPS. THE INTRABUILOING COMBAT 
MIGHT NOT GO YOUR WAY. PLUS. WITHOUT 
TANKS. IT'S OIFFICULT TO GET INFANTRY CLOSE 
TO THE TURRETS WITHOUT LOSING SOME. 


If you have no tanks, your numbers may be running a bit thin by now. And capturing the 
antivehicle turrets requires at least four to six troopers— preferably infiltrators. If necessary, 
abandon the antennae and group those ex-garrison troopers. Position them west or east of the 
Command Center area (out of range, of course). Then run the whole group toward the nearest 
antivehicle turret. 
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Once two Rebel units get inside the first antivehicle turret, 
run the rest of the group at the other turret. With luck, most 
of your team will survive. Heal all wounded troops with the 
medical droid. Your next task is to take the Command Center. 
But the moment you do so, a new situation unfolds very 
quickly. Read the next section before you send in your most expe- 
rienced infiltrators. 


Knock Out the Imperial 
Caounterattack 


When you capture the Command Center, 

you trigger an immediate and very scary 
Imperial counterattack. This includes a landing 
platform that calls down TIE fighters, as well as 
an AT-AT barge with a big, bruising Imperial 
walker inside. Fortunately, you, too, can sum- 
mon reinforcements. 

The instant you get permission to do so, 
order an airfield and some attack tanks. Hurry! 
You want at least four attack tanks. The moment 
your airfield arrives, order 10 Y-wings. Yes, 10. 
Hey, this is no time to mess around. 
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DONT ATTACK THE 
À COMMAND CENTER 
B AREA FROM NORTH 
OR SOUTH! IF Yau 


OO. BOTH TURRETS 
CAN FIRE ON YOU AT 
ONCE. APPROACH FROM 
EAST OR WEST. THAT WAY, YOUR 
TRODPS TAKE ARE FROM ONLY ONE 
TURRET UNTIL YOU GET CLOSE. 


Fig. 18-5. immediately call down an airfield and 


some attack tanks. When the airfield is opera- 
tional, order‘eight to 10 Y-wings. 
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Fig. 18-6. Bomb the Imperial landing platform as 
soon as it touches down— quick, before it can call 
down TIE fighters! 


| hits the ground. 


Fig. 18-7. Mass your Y-wings and attack tanks in 
the northwestern corner of the map, blasting 
everything the Empire ferries down the moment it 
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As each Y-wing arrives, send it directly to the 
northwestern corner of the map to find the 
Imperial staging area. As soon as you see the 
first telltale blue dot on the map, send in your 
Y-wings and pound everything in sight. Send 
your attack tanks there, too. You probably can't 
prevent the Imperial landing platform from land- 
ing, but be ready to hit it immediately with all 
your Y-wings and attack-tank missiles. You really 
must destroy it before more than a couple of 
TIE fighters descend to ruin your day. 

After you demolish the airfield, your Y-wings 
rule. The Imperials will drop plenty of bad stuff 
to the ground, but—/ha!—with 10 Y-wings, you 
are the master. Just make sure to keep up the Fig. 18-8. When the last AT-AT comes crashing 
pressure throughout the entire attack. If the down like this (isn't it beautiful?) smash the new 
Empire interrupts your momentum, the fight will Command zoo and its Air Control structure to 
get bloody and difficult. Luckily, maintaining serge NAA SENS EEEN. 
your momentum is easy if you dispose of the 
Imperial landing platform quickly enough. 

After you obliterate the newly dropped 
Imperial Command Center and its attached 
Air Control structure, you win the mission. 


Part Two 


Primary Mission Objectives 


Mm Destroy the city gate. 
B Remove all the buildings from lmperial control. 
MB At least half the buildings must survive. 


Secondary Mission Objective 
B Capture all Imperial buildings. 
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E Don’ t you Áie love it when someone sends you 
son a mission into Hell, and then says: “And 
Brenn…keep your head down out there.” 
Right! And [ll wear my mittens too, sir! 
Taskeen wants you to capture a bunch of 
| Imperial City buildings—a hospital, two fixed 
Ee artillery platforms, a repair bay, and two walker 
\__depots—to use during the coming siege on the 
Emperor's | 


5: Teln ) | AMA's mie Prima’s Official 


palace. First, 
THE FLASHING BLUE 
however, lean SOUARES ON THE 
actually must get BHCI MAP MARS 
) THE LOCATIONS OF 
into Imperial THE SIX BUILDINGS | 
City The general YOU MUST CAPTURE | | - 
8 TO COMPLETE ALL PRI- 
suggests you VEEN EGEN TN Fig. 18-9. The city gates. What lies on the other 
OB IECTIVES. side? (Think “unfriendly.”) 
capture AT-ATs, 


and then use 
their heavy guns against the massive city gates. 

Again, the key to success is Y-wing power. But this time, you don’t want to lavish Command 
Points on Y-wings too soon. The Emperor was twisted and perverse and really ugly, but he was- 
n't stupid. Imperial City has a first-rate air defense you must disable methodically before you can 
start slinging your wings across its red sky. 

This mission can be downright grisly if you run 
around blind. But with a little planning you can keep 
the danger at arm’s length. Bring down two attack 
tanks (if they're available) from the hangar bay, for a 
total of four to start. Also bring down extra infiltrators. 

After you land, immediately order a hover transport 
(for the infiltrators), and another hover tank for air 
defense. Then, if you don't already have one, order a 
scanner-jammer. Finally, note that the six buildings you 
must capture to complete all mission objectives are 
flashing blue on the BHCI map. 


Catch an AT-AT or Two 


The first facts of life outside Coruscant are the two 
clanking AT-AT patrols near your base. Two AT-ATs and | 
three AT-AAs prowl each of the two roads to the city 
gates. If you keep your wits about you, you'll find ture are a hospital (H), a repair bay (RB), two 
these patrols relatively easy to deal with, even if the fixed artillery platforms (FA), and two walker 


big tin-heads do travel in pairs. depots (WD). Note also the location of the 
landing platform (LP) and the city gates. 


City Gates | 


Ee: 4 18-10. The six teln you must cap- 
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Fig. 18-11. Your first big task is to catch or kill the Fig. 18-12. Important: Four hover tanks keep the 
AT-AT patrols. One like this guards each of the two TIE bombers tumbling from the sky. 
entry roads into the city. ed 


First, though, watch out for a couple of early runs by lmperial troop carriers; each unloads a 
squad of stormtroopers. Your mobile proton torpedo launchers shouid mow down the infantry. ê 
But just in case, garrison your Command Center as soon as you land. 

Also note that an lmperial landing platform deep in the city spits out swarms of TIE bombers 
whenever lmperial units spot you for any length of time. They fly up from the southwest, so keep 
your group of hover tanks on that side of your base area. A single antiaircraft turret is a good 
investment, too. Put it just southwest of your Command Center. 

OK, it's time to nab an AT-AT. First, save your game here. Group your attack tanks, load your 
infiltrators into the hover transport, and then use your scanner-jammer to scan a spot down 
either of the roads. You should see two AT-ATs with three spidery AT-AAs crawling around near- 
by. Launch proton missiles from your tanks at the 


AT-AAs to knock out a couple just because you hate | TESTER” TIP 
them—-and to get them out of the way. (They tend 


to cut off your approach to the big walkers.) WHETHER YOU CHOOSE TO CAPTURE OR 
„tf DESTROY THE AT-ATS IS A MATTER OF PER- 
Now run your hover transport up to the nearest SONAL PREFERENCE. | TENO TO OESTROY THEM 
walker, unload, and infiltrate. If you nab it fast, run BECAUSE THEYRE EXPENSIVE TD MAINTAIN. AND 
he 8 NOT ALL THAT USEFUL TO THE WAY | PLAY TH 
your remaining infiltrators at the other AT-AT, too. MISSION (EXEEPT PERHAPS TO FEND OFF THE | 
3 n . N - 7 R AT-ATS]. == 

What a riot! Six puny little guys in black suits end hd E À 

. . . 5 hk 
up confiscating two of the biggest weapons in the 122 
Imperial armory. ri 


Lower Your Unit CPS e 
One of the best things you can do in the first part of the mission is to keep your Unit CPS below 
6,000 points! This isn’t easy if you capture more than one AT-AT; big walkers are quite expensive 
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So, at first, aside from your Command Center, keep no more than four attack tanks, 
tanks (or two hover tanks plus an antiaircraft turret), one hover transport full of infil- 
s {for AT-AT nabbing), a scanner-jammer, and a repair droid. 

Hang onto one captured AT-AT, too, if you like. But if you catch two, send one on a chin-gun- 
ning suicide run at the second pair of enemy AT-ATs down the other entry road, or at turrets on 
the city wall. Also delete the torpedo launchers—once you've laid a patch of mines near the sec- 
ond enemy AT-AT patrol, of course. (After the 
first few lmperial troop carriers attack, you'll see 
few stormtroopers at your base, so your torpedo 
launchers are expendable.) 

And yes, delete your big, beautiful airfield 
to avoid an ugly drain of Command Points. 
Keeping your airfield now helps little if you can't 
afford to buy a decent Y-wing fleet when the 
time comes. 


IRONICALLY, OELETING 
YOUR AIRFIELO IN 
THE EARLY GOING 
HELPS ENSURE YOUR 
FLSTURE AIR POWER. 


THE COMMANO 
PaolNTSs YOU SAVE BY 
KEEPING YOUR UNIT CPS BELOW | 
6.000 IN THE EARLY PHASE 
CAN MORE THAN OFFSET THE 
MEASLY JS(0)-POINT COST OF A 
NEW AIRFIELO LATER. 


Fig. 18-13. Be frugal! You can't use Y-wings effec- 
tively in the early going, so delete your airfield to 

reduce Unit CPS. You can build another later with 

the Command Points you save. 


The TIE Trap 


If Rebel units move within sight of an enemy turret on the city walls, they're “spotted” and 
Imperial Air Control launches assault waves of TIE bombers. Knowing this, you can set a trap. 
TIE bombers, unlike TIE fighters, are pretty easy to shoot down. Send a unit or two toward the 
city and slide your hover tanks in behind them. When the wave comes, watch the TIE bombers 
drop like flies. 

Until you destroy the Imperial landing platform, you can't entirely rid yourself of the TIE pres- 
ence. But you can thin their ranks considerably, making your assault on city defenses far less 
hazardous. 


Nuke the City Air Defenses 


Time now to be patient and methodical. After both AT-AT patrols are eliminated, you can relax a 
bit; Imperial excursions from the city will be few. Use this time to employ the scanner-jammer to 
spot for attack tanks. 
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Six Imperial 
antiaircraft tur- 
rets sit just inside 
the city wall—two 
in each of its 
three sections 
(Figure 18-14). 
Scan those areas 
with the scanner-jammer to create a brief visual 
opening, and then quickly launch proton mis- 
siles from your attack tanks at the antiaircraft 
turret. If you have at least four attack tanks, you 
can nuke each turret with a single group salvo. 
This is the first step toward letting your eventu- 
al fleet of Y-wings roam free in this mission. 


TO TAKE OUT THE 
ENEMY LANDING 
PLATFORM SOONER. 


DESTROY THE TWO 
WESTERNMOST 
IMPERIAL ANTIAIR- 
CRAFT TURRETS. THEN 
FLY YOUR Y-WING SORTIE OOWN 
THE WESTERN SIOE OF THE MAP. 


Knack Out the 
Landing Platform 


Once you've destroyed the fixed antiaircraft turrets, put down an airfield and start buying 
Y-wings. After you have a few, send them up along the city walls to bomb everything up there. 


Watch out for AT-AAs; two of these creepy 
Y-wing-killers patrol the city wall area. 

Careful, though. Don't bomb the two fixed 
artillery platforms (one each near the eastern 
and western ends of the city wall; see Figure 18- 
10). These platforms are two of the buildings 
you must capture to complete your mission 
objectives. As satisfying as it is to hammer at 
such an annoyance, it's not hard to run in a 
hover transport and capture fixed artillery after 
the city gates 
are down. 

Now the most 
important step: 
Once you build 
your Y-wing 
force up to five 
or six units, send 
them deep into 
the city along 


CONSIDER OROPPING 
A TECHNDLOGY 
CENTER IN YOUR 
BASE NDW. THE 
VARIDUS UPGRADES 


HELP A LOT. IN PAR- 


| MCULEAR, THE SPEED 
UPGRADE WILL LET YDUR HOVER 
TRANSPORT SPEND LESS TIME 
FERRYING INHILTRATORS FROM 
BUILDING TD BUILDING IN THE CITY. 


the western edge of the map. Find the Imperial landing platform in the southwestern corner and 
bomb it out of existence. The poor TIE bombers will swarm around your Y-wings, but can't touch %® 
them! Soon after the platform goes up in smoke, the TIE bombers return in disgrace to that big / „jg 


Star Destroyer in the sky. 
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Fig. 18-14. Here's a peek inside the city. Two 
antiaircraft turrets (circled) sit atop each of the three 
sections of the city wall. Spot each turret with your 
scanner-jammer and destroy it with proton missiles. 
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dn. 6 
Fig. 18-15. After you eliminate the Imperial 
antiaircraft turrets, send a Y-wing force at the 
enemy landing platform in the southwest. (You 
can ignore the TIE bombers, which look scary but 
have no air-to-air capability.) 


primagames.com Ws 


Prima’s Official 
Strategy Guide 


' Blast Open the City Gates 


By now you can see how a piecemeal approach works best in this mission. After you've cleared 
the city walls of turrets and mobile Imperial units, shatter one of the city gates with AT-AT chin 
guns or attack-tank missiles. Keep fully loaded Y-wings overhead, bombing any Imperial units 
(armor or infantry) in the nearby streets to clear a safe path for your infiltrators. 


Fig. 18-16. Blast open the city gates with your Fig. 18-17. Send your infiltrators after the fixed 
_AT-AT and attack tanks. artillery (circled) first. Then go for the nearby 
Command Center. 


Now guide a hover transport carrying infiltrators and one medical droid through the gate and 
up the ramp to capture the nearest fixed artillery platform. Heal the infiltrators, and then send 
them all into the Imperial Command Center back by the ramp. Once the Command Center is 

Ni ; yours, bring down Rebel troopers to garrison both it and the fixed artillery. 
a ek Move your Y-wings across the city to clear the streets around the other fixed artillery platform 
and Command Center. The follow up with a transport of infiltrators and repeat the capture 
process—artillery first, then Command Center. (lf you're good enough at multitasking, you can 
Se << __nab both Command Centers at the same time.) 


Capture Buildings and Replenish 
Command Points 


Now you're in control of the mission. But it's not quite over yet. First, send your Y-wings every- 
where on the map to crush anything Imperial that moves. Then send a hover transport full of 
infiltrators from building to building to capture everything except one of the buildings flashing 
on the map. (When you capture all six flashing buildings, the mission ends.) Consider saving the 
Imperial repair bay for last; it holds only one garrison troop and is easy to take. 


ON 
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Regardless of which buildings you take, you must leave at least 
one garrison troop inside each building to earn the +10 Command 


s TURRETS. REMEM- 


Point flow for that building. By now, you're probably suffering a { VW Veer Av ony 3 
. . . : v RE POINTS EVERY SIX 
severe Command Point drain, with a Unit CPS of more than 10,500 [® dd stcoros. Te mixen [7 
robbing you of 12 points every second. Ouch! If you want to carry [| MP Are vaL LAL- 
over the full 5,000 Command Points to the next mission’s hangar ___TURED ARE THE SAME 
- k n N B AS TURRETS. SO THE TWO PLAT- 
bay, capture at least five buildings to gain the +50 inflow of FORMS COMBINED GIVE YOU ONLY 


A +65 POINT TRICKLE. 


Command Points and thus more than offset the outflow. 

Obviously, capturing even more buildings is better, but again, 
be sure to leave one of the designated buildings 
(flashing on the map), or the mission will end. A 
nice Command Point infusion comes from taking 
the four-building complex in the southwest— 
Command Center, Air Control, auto-turret gener- 
ator, and Auxiliary Control. None is a targeted 
flashing building, so run guys into them all for a 
nice +40 boost to your point income. Then just 
hang out as your bank account grows. 

All told, you can capture up to nine buildings 
that add 10 Command Points each, plus the 
fixed artillery and many other turrets that can 
earn you +3 each. So once you eliminate the last 
roving lmperial units, it should be easy to 
replenish your Command Point supply, even if 


; Fig. 18-18. Beware the large walker depot in the 
you ve built up a large Unit CPS total. Once you ESAT EEEN NUENEN SART LEN ENT 


gain 5,000 points, send a couple of infiltrators to MNNBNEN AN RAT BACKLIUTGENT OA TT 
take the repair bay. Capture it. 
On to the palace! 


Part Three 


Mission Objective 
B Capture the Imperial Palace! 


Mission Strategy E, 


Here it is at last—the mission from Hell. Your Rebel forces have a foothold in the Imperial Palace 
sector of Coruscant. All you have to do is march up the wide streets and bash in the door. A few ntt 
gazillion Imperial fanatics stand in the way, though. And they hate you. The Emperor may be k 
gone, but his legacy and his loyal guard live on. 
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We leave you with this overarching advice: Don't forget about your base. Ever. Five—count 
‘em, five Imperial Command Centers ferry down troops and armored units in a steady gray 
stream. sending wave after wave up the dark boulevards to your base. 

You heard Brenn: “Attack!” Of course, what he didn't say was, “Just as soon as we fight off these 
14,000 guys.” 

À large part of this mission is about covering your butt. You should begin the level with two 
mobile torpedo launchers, two hover tanks, two attack tanks, a repair droid, and several 
infantry, including a few infiltrators. You also get an airfield and several turrets. 


Fortify the Four Base Entrances 


Four main paths lead into your base—two from the south, one from the east, and one from the 
west. Each path funnels Imperial attacks right into your lap. So plant at least two antivehicle tur- 
rets near each entrance right away. Later, add two antiaircraft turrets near the airfield to counter 
the scads of TIE fighters and bombers that buzz your base in the early going. 

Rely on your proton torpedo launchers to blast attacking infantry into twitching gobbets of 
meat. Replace launchers immediately if you lose them; you need at least two at all times. You can 
add a couple of anti-infantry turrets later, too, but Command Points will get tight, and proton 
torpedoes do the job just fine. 


an Pae 


Fig. 18-20. Here's a well-fortified base—antivehi- 
cle turrets at every entrance, a pair of antiaircraft 
turrets for TIE incursions, a small fleet of Y-wings, 
a captured AT-AT, and a nice array of tanks and 
torpedo launchers. 


Fig. 18-19. Install two antivehicle turrets at each 
of the four base entrances. 
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Also invest immediately in a small group of Y-wings—four or five is a good start. Úse them pri 
marily for defense at first. But whenever you get a break between assaults, fly out andharass “4 
enemy forces around the map. Don't wander too far, though; two Imperial landing platforms in 
the far south will spit angry swarms of TIE fighters at any errant Y-wings. As always, if your fly- . 
ers spot an AT-AA, press (T) and fire ion cannons to freeze it, and then bomb it into motes. When 
you find antiaircraft turrets, just run. 

Be sure to garrison each base turret fully with your extra infantry. This is important. Enemy 
stormtroopers arrive in platoons to occupy your structures. Nothing is more demoralizing than 
having one of your own turrets suddenly swing around and open fire on your base. 

Finally, order down more infiltrators. This, too, is important. Post a group of three or four just 
around building corners at each base entrance. When the AT-ATs come—and they will come— 
wait until they pass the corner, and then sprint your commandos out to hijack the big fellas. 


Fend Off Imperial Attacks 


And here they come. First, from the west, a 
reconnaissance patrol of speeder bikes and 
infantry probes your base. From the east, the 
Imperials send two troop transports full of 
stormtroopers. From the south comes a mixed 
AT assault, including an AT-AA. With your 
mobile torpedo launchers bombarding these 
forces, few infantry will reach your buildings. 
Your pairs of 
antivehicle tur- 


id 
Ko ch Ie ie 4d 
„vl ij 


: WVHEN YOU USE 
rets should kill VN 
the enemy vehi- ne 
cles quickly. DR DEFENSIVE POS- 
TURE TO LET THEM 
Subsequent SELECT NEEN TAR- n he at 

attacks consist GETS WITHOUT MICROMANAGE- mn 5 

MENT. HOWEVER. IF YOU VENTURE . : . 
of alternating OUT OF THE BASE, PUT Y-WINGS Fig. 18-21. T e Empire sends d deadly mix of 

IN PASSIVE POSTURE TO KEEP units in its base assaults. Your primary goal is to 
waves of AT-STs THEM FROM WANOERING OVER | the bi Ik 
and AT-PTs PN OE ENSES steal the big walkers. 
stormtroopers 


and speeder bikes, mobile artillery, and the occasional AT-AT or TR-SD. Your turrets should 
deflect these attacks. Just keep firing proton torpedoes at infantry to keep them away from tur- 
rets. \f a turret dies, shore up your defense there with attack tanks and their deadly proton mis- 
siles until you can drop in another turret. 

Also, keep your Y-wings in the air in Guard posture to incinerate attack waves. If you have at 
least two antiaircraft turrets installed and a group of hover tanks in the base area, the occasional 
TIE marauders will pose little threat. Watch for mobile artillery units that set up down the road. 7% 
(Listen for the distinctive fire.) As soon as you see (or hear) one, send Y-wings after it or launch 
a few proton missiles from your attack tanks. 
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| win the AT-ATs finally come from the east, 
they re ustally paired with AT-AAs. Ha! The 


“imperial fear of your Y-wings plays right into 


your hands; AT-AÀs aren't very effective against 
infantry, so you can run your infiltrators at the 
AT-AT with little fear of interdiction. Still, wait 
until the AT-ATs engage your turrets before you 
send in your commandos. 


Order Reinforcements 


After the first few attacks, order down two more 
repair droids—three, if you lost your first one. 
These little fellows will be invaluable as they 


repair damaged turrets and the captured AT-ATs. 


If you haven't done so already, order a couple of 
antiaircraft turrets, too. The Empire sends pairs 
of TIE fighters and TIE bombers toward your 
base occasionally. Hover tanks are another 
possibility; you'll certainly need many later 

in the mission. 


Fig. 18-23. You absolutely must have antiaircraft 
turrets to fight off TIE raids on your base. Place 
two near your air base. 
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Fig. 18-22. Hide infiltrators just around building 
corners near the base entrances. Wait until the 
zij! dad and then run out and capture it from 
the flank. 


CAPTURING A AUNCH OF AT-ATS (ONE BAY ONE) IS 
EASILY THE BEST WAY TO WIN THIS MISSION. HERE 
ARE SOME SPECIAL AT-AT INFILTRATION TIPS: 

1. WHEN YOU OECIOE TO INFILTRATE AN AT-AT. 
PUT YOUR MOABILE TORPEOO LAUNCHERS IN 
PASSIVE POSTURE. YOU OON'T WANT THEM TO 
KILL YOUR INFILTRATORS AS THEY AOMAARO0 
THE AT-ATS. 

IF YOU CAN OISAALE AN AT-AT WITH Y-WING 
ION CANNONS, YOUR INFILTRATORS ARE CER- 
TAIN TO SUCEEED. BUT KILL THE AT-AA 
ESCORTS FIRST. BE SURE TO PUT THE Y-WINGS 
IN PASSIVE POSTURE. AS WELL. SO THEY 
OONT KILL THE FROZEN AT-AT Yau WANT TO 
GRAH. 

HIOE YOUR INFIL TRATORS AROUND STREET 
CORNERS ANO WAIT UNTIL THE AT-ATS 
ENGAGE YOUR TURRETS OR OTHER UNITS 
BEFORE RUSHING THEM. 

AFTER YOU CAPTURE ALL THE AT-ATS. 
REMEMBER TO RETURN THE MOBILE TORPEOO 
LAUNCHERS ANO Y-WINGS TO THEIR APPRO- 
PRIATE POSTURES. 
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More Y-wings 
help, too. Each 


. AS THE MISSION ent df 
time you send GOES ON. YOU LL 
FIND IT MORE ANO 
them out to MORE DIFFICULT 
î TO CALL OOWN 
attack a Gisten: REINFORCEMENTS 
target, there's a | BECAUSE OF THE 


j ACCELERATEO COMMANO0 PalNT 
good chance the DRAIN FROM MAINTAINING SO 
: . MANY UNITS (ESPECIALLY AFTER 
Empire will send YOU CAPTURE AN AT-AT OR 
TIE fighters to Twa). THE BEST TIME TO BUY IS 


IMMMEOIATELY AFTER YOU FIGHT 
shoot them down. | orf AN ATTACK WAVE. BEFORE 
The more Y-wings | \cwv Acoureo Pors. 
you send, the less 
time it takes to destroy the target, making it 
more likely that they'll get back home before the 
TIEs arrive. Fig. 18-24. Climb the ramp to this nearby bunker 

Finally, replace your infiltrators! Make sure for a Command Point boost. (Note the Imperial 
you have at least six of them handy at all times. Command Center across the chasm to the west.) 
They capture AT-ATs and are your best in-fight- 


ers if any of your buildings are captured. 


Capture the Bunker 


À bunker atop a hill north of your base offers a nice 
positive trickle of 10 Command Points every six sec- 
onds (see Figure 18-24). To reach it, you must find a 
ramp just down the southwestern road from your 
base. This may draw attention from the Ímperial 

base across the chasm. Generally, it's not a good idea 
to set your sights on this bunker too early. Better to 
wipe out the base first. 


Hit the Northern 
Imperial Bases 


lmperial 
Five lmperial Command Centers dot the map (Figure WM 
18-25). Three are arrayed around the Imperial Palace | 


in the south; two of these support landing platforms. (ce) E 
Two more Command Centers hunker not far from _ nn. gf 
your own base, one down each of the base’s two Fig. 18-25. Here are the locations of the 
southern exit roads. Say, wouldn't it be great to oblit- KIWGACOMNER EN UR El 
erate them and eliminate two sources of Imperial Centers (CC), and the two landing platforms 


reinforcements? (LP), source of all those pesky TIEs. 
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The northeastern Imperial base is easiest 
b ‚tO reach; it lies right down the road. Use your 
_ Y-wings in tandem with captured AT-ATs and a 
few hover tanks (for air defense) to destroy 
| the turrets and other mobile units around these 
1 | two bases. 
hd Try the following tactics for base conquest: 
5 Hold back your eager Y-wings until your ground 
Dd force reaches the enemy base. Then, while your 
AT-ATs target antiaircraft defenses (antiaircraft 
turrets or AT-AAs), send your Y-wings after 
antivehicle turrets to return the favor. Keep the 
hover tanks nearby in case TIE fighters arrive on 


the scene. me 
This coordinated attack should keep your Fig. 18-26. The northeastern Imperial Command 
forces relatively intact. (Watch for armored Center (circled) lies at the foot of a ramp running 


south to an array of turrets, an AT-AA, and mobile 


assault waves marching toward your Rebel base artillery. Hit the defenses first! 


from the southern Imperial bases.) After you 
eliminate the base defenses, occupy the 
Command Center with infiltrators or blow it to bits. 


After you capture/destroy the northeastern Imperial base, A CAPTUREO 
TC CENTER 
move your AT-AT force west to another platform full of turrets, an me 
AT-AA, and mobile artillery. These defend the northwestern WARO STAGING AREA, 
3 8 WHERE YOU CAN 
Imperial Command Center. But that base lies across a chasm! ASSEMBLE YOUR 


After you eliminate the platform defenses, move a good-sized CAE GAAN Fenn Ee 


squad of hover tanks up the platform, just across from the YOU NEEON'T WORRY ABOUT 
. IMPERIAL REPRISALS; THE 
Command Center. Then clobber the Command Center with EMPIRE IS FIXATEO ON YOUR 


MAIN REDEL BASE. 


Y-wings in Passive posture. When TIE fighters scream into the 
fray from their den nearby, circle your flyers over the hover 
tanks. (lf any Y-wing takes too much damage, however, peel it 
off and send it back to base.) 


Gea on the Offensive 


After you take the two northernmost Imperial bases—and if you your base defenses are strong 
enough_—it's time for a full offensive. Group three or more AT-ATs as the centerpiece of this force 
(or try a very large number of attack tanks—seven at least, 10 if possible). 

Supplement these AT-ATs with lots of hover tanks—six at least, but more is better—to keep 
those whining TIEs off your back. Add a pair of repair droids, too. The force costs a lot of 
Command Points, but at this point, who cares? 

This is it—the final push. Go for it. March south. 


focam.lucasarts.com 


Chapter 18 The Siege of Coruscant 


ITESTIER’”"S TIP 


A MAJOR OFFENSIVE SUCH AS THIS REUUIRES 
PATIENCE AND DISCIPLINE. DON'T MOVE TOO 
FAST. AND OON'T LET YOUR MAIN ATTACK FORCE 
GET SEPARATED. EACH UNIT TYPE COVERS THE 
OTHERS IN THIS MIX. ÂNO KEEP THOSE REPAIR 
OROIOS WORKING ON YOUR AT-ATsS. IF YaL 
LOSE YOUR BIG WALKERS. YOU MIGHT AS WEL 
PULL BACK ANO REGROUP. 


& 


Fig. 18-27. To hit the Imperial Palace area, 
assemble a strike force of three AT-ATs, escorted 
by a couple of repair droids, and a healthy contin- 
gent of hover tanks for anti-TIE support. 


Dismantle the Palace Platforms 


The lmperial Palace defenses are many, varied, and strong. But if you focus on one sector at a 
time, you can avoid a lot of damage. First, aim your ground offensive at the center of the two- 
tiered lmperial Palace platform. Send in Y-wings after the antivehicle turrets and mobile artillery 
on the ground level and first tier. Watch out for TIEs! 


ed 


Fig. 18-28. Hammer that center antiaircraft turret 
(circled) behind the hospital with AT-AT chin-gun 


Fig. 18-29. Here's the southwestern base. Note the 
busy airfield and that deadly heavy artillery unit 


blasts to take pressure off your Y-wings. (circled) next to the Command Center. 
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Same time, send your AT-ATs after the lone 


2 t turret on the first tier, just behind the | z 
at. Use the powerful AT-AT chin gun to take it Sn 


Új ast. This aids your air effort immensely. But IF YOU OEPLOY ATTACK TANKS. USE THEIR PRO- 


TON MISSILES AS OFTEN AS YOU CAN. IF 
keep Ae hover tanks close behind; TIE fighters YOU RE USING AT-ATS, UNLEASH THAT BEAUTI- 
from both nearby landing platforms will move in FUL CHIN GUN. DESTROYING THE TURRETS 


. e EE MAKES IT EASIER TO ASSAULT THE IMPERIAL 
fast. Then point the big walkers at any remaining PALACE. DESTROYING THE OTHER AUILDINGS 


gun turrets. Leave the Command Center, hospital, a 
and other buildings alone for now. 

Work your way west along the front of the palace 
platform, killing turrets as you go. The TIE swarms will get more intense because you're 
approaching a landing platform. Before you demolish the airfield, though, focus a couple of chin- 
gun blasts on the heavy artillery unit just west of the Command Center on the first tier (see 
Figure 18-29). 

After you've dusted the turrets, the airfield, 
and the Command Center, continue around the 
palace platform, mercilessly killing everything. 
Chin gun, chin gun, chin gun. Around the corner 
in back you find the other Imperial landing plat- 
form. Demolish it. Bye-bye, TIEs. Beyond that 
sits another Command Center with Air Control 
structures and auto-turret generators. Turn 
them to dust. 

As you continue slashing your way east, an 
Imperial fixed artillery unit locks onto you to 
retaliate. (It's on the first tier just southeast of 
the palace mound, lower-right map corner). 
Fortunately, AT-ATs can take a lot of artillery 
hits, and remain intact long enough to reach the 
fixed gun through brute force. Better, send your MURENEN SURE RUE ERR UE 
Y-wings after it—but watch out for the antiair- first tier before you hit the buildings. Focus on the 
craft turret up on the second tier, just west of Oee Ees ESL, 
the palace. 


Sila 


REMEMBER TO CHECK 
ON YOUR REBEL 
BASE ONCE IN A 


ES WHILE. THOSE 
IMPERIAL ATTACKS 
WON! T STOP UNTIL 
YOU ELIMINATE ALI 
FIVE COMMANG CENTERS. 


EUN 
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Continue pounding your way around the 
ground level of the palace platform, first hitting 
turrets on the edge of the first tier, and then 
buildings. When you return to where you start- 
ed—center front—lay waste to the Command 
Center, Auxiliary Control structure, and hospital. 

Now you've killed all the Imperial Command 
Centers. Isn't this fun? 


Assault the Palace 


You're sitting pretty now—no more TIE fighters, 
no more Imperial reinforcements. Two ramps 
lead up to the outer platform. Guide your attack 
force up either one and mop up any remaining 
turrets. Then target the last few turrets up on 
the second tier; just walk your AT-ATs up to the 
ledge and open fire. Clear away all turrets, par- 
ticularly the anti-infantry ones; your vehicles 
can't go any higher, so you must clear a safe 
route for infantry. 

The final ramp up to the palace lies at the 
back of the platform. Transport down a group of | | 
six infiltrators from your base. Savor impending Ket EVA ER TBE ER OR OT AUT 
victory as they drive slowly down the boule- Empire to its knees. 
vard. Unload the infiltrators, walk them up the 
ramp to the palace, and send them in for the 
final bit of destruction. 

Coruscant is yours! And the Empire is 
finished at last. 
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ing pair of tables lists vital statistics for Rebel and Imperial units and structures in 

PM mander, courtesy of LucasArts. Before you check them out, note that we can't formally 
7 the Range or Speed variables; both measures are arbitrary game constructs with no 
“real-world analog. Different missions feature different-sized maps, too. So although the attack 
tank’'s proton missile range of 500 is roughly one-fourth of the map in some cases, it won't be true 
in all cases. 


Rebel Units and Structures 


Infantry | Armor Air Fire 
Unit Damage | Damage | Damage Rate 


Repair Gro | 300 | 75 je jj | | 
Eend ENE ENE EEN 
Scamner-lammer | 550 | 00 | 75 | || | 
Alrspeeder EN CN EE 
Antinfonttumet [zoo | teso | — | zo | wo | — | ese) 
AnteircraftTumet [eo | tes | — | — | — | an |reosel_ | 
Command Center | 500 | 500 | | ||| 
Areld ENEN EN EEE 
RE roo {Too | mj eee 


Unit & Structure’ Tabli 


Thus, the important information under Speed and Range is the proportional relationship 
between units. The fact that the Rebel swoop travels at a speed of 4.8 might not mean much to to 
you. But it gives an accurate picture of how fast the bike moves compared to a hover tankewit ì 
speed of 2.4—that is, swoops are twice as fast as hover tanks. 

The same goes for comparative ranges. There's no specific unit of distance that would be mean- 
ingful across all missions, but you can certainly tell from the table which units have the greater 
weapons ranges. 


Second 
Second Weapon Second _ | 
Scan Weapon Damage/ Weapon Troop Other/ 1 
Range | Speed| Range Charge Effect Range Capacity Notes 


eej tej er | so | Sum | ee | 
eej tej ej 0 je | ee | [maske 
EN EE 
EE EE 
0 EE 
EEEN CN 
EEN EN CE EEL 
| 25 [eam _ 
ee | te |Medum | 300 | 0 | 50 | — | mame) 
Ee [er | emme | 00 je 
|| Metm |_350 | Pomescan | nmme |_— | 
7 [tem maj neem) 
en ne 
EEN EE 
ENEN EC NE EN EN EEE 
nn. 
EE EE CE 
EEN EE 
nn 
NE EN CC EE 
EC EE EE 
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Unit 
Stormtrooper 
AT-PT 

Speeder Bike 
Oewback 
Mobile Artillery 
AT-ST 


Heavy Artillery 
Troop Transport 
TIE Fighter 

TIE Bomber 
Ferry Shuttie 
Probat 


Turret Control 
Air Control 


Fixed Artillery 


Hospital 
Repair Bay 
TR-MB 


Anti-infantry Turret 
Antivehicie Turret 
Antiaircraft Turret 
Command Center 


Auxiliary Cantraol 


Landing Platform 


focorn.lucasarts.com 


Prima’s Official 


ej MEN Ti 1 Strategy Guide 
a 


Imperial Units and Structures 


Infantry | Armor Air Fire 
a En tert Rate 


Unit & Structure Tables 


Second / 
Second Weapon Second af 
Scan Weapon Damage/ Weapon Troop Other/ 
En Speed Range Charge Effect Range Capacity Notes 
EEE en 


CREE EN EN EN 
EN EN CT EC 
ENNE EN EE EN KEEL 
EN ENT EN EN ECCE 
RATE ET EN EN 
Ee tej ten | 500 | 1000 | zm | 5 | imssoom | O8 
Et jMedun| 00 | osbe | ns | — | seo 
EEE 
CN EN CT EE EN CN CEC 
EN CN EN EN EN EN EN KCE 
TE EE 
EEE 
56 ES jEeme| 0 [ges | 
EN EN ET 
ej en Eee 
NE EE EN 
enn EE 
ENEN 
an ann eK dn 
ENEN CN KE 
Beetle | |l 
EE tel 
EN Ed 
RE eld 
| Aen 
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Fe ir damage points, 232, 234 | 
äirCraft, 14-16, 22, 25, 35-36, 43 


ntrol, 22 


airfield, 40 

airspeeder, 35 

Alderaan, 93 

Alliance Strikes Back missions, 204-211 
anti-infantry turret, 24, 42, 61 
antiaircraft turret, 25, 36, 43, 61 
antivehicle turret, 25, 42, 61 
armor, 8-11, 31-34 

armor damage points, 232, 234 
artillery, 12-13, 26, 31-34 

Artoo. See R2-D2. 

ASP-7 droid, 23 

Assault on Ruul missions, 93-105 
ÀT-AA unit, 10, 25 

AT-AT unit, 11, 37 

ÄT-PT unit, 8 

AT-ST unit, 9 

attack strategies, 62-64 

attack tank, 33 

auto-turret generator, 24 
Auxiliary Control, 21 

B 

base, defending, 24-26, 67-69 
base defense structures, 24-26 
Battle of Hoth missions, 126-133 
battlefield camera, 51-53 
Beans, 37, 202 

best counter, 64-66 

blaster sound, 59 

bomber, 15 

bonus points, 43, 46, 59-60 
Brenn Tantor. See Tantor, Brenn. 
buildings. See structures. 
bunkers, 73-74 

C 

C-3PO, 205, 206, 208 

camera, battlefield, 51-53 
Campaign mode, 3, 69. See also Rebel missions. 
cheat codes, 69-71 

Chewbacca, 205, 206-211 
Command Center, 18, 21, 40, 80 
Command Points 

cheat code, 70 

earning, 45-48, 58, 73, 196 
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and Multiplayer option, 73 
spending, 49, 196 


core structures, Imperial, 21-23 


Coruscant, Siege of, 212-231 
cost, unit/structure, 232, 234 
counter, best, 64-66 
CPS, 219-220. See also Command Points. 
Crisis on Sarapin missions, 106-117 
D 
damage points, 59-60, 232, 234 
Darth Vader, 127, 133 
Death Star, 118, 126, 135, 191, 204 
defense strategies, 67-69 
Dellis, 82, 85, 88, 94, 107, 112 
Desert Training missions, 81-92 
dewback trooper, 6 
drain, Command Point, 48 
Drake, John, 72 
droids, BZT See 
E 
Empire 
missions, 3 (See also lmperial missions.) 
strategies, 74, 79 
structures, 21-26, 234-235 
units, 5-20, 234-235 
Endor, Surprise at, 134-139 
enemy units/structures, 45, 46. See also specific 
units/structures. 
energy generator, 24, 41 
Escape from Kalaan missions, 160-165 
escape pod, 82 
Ewoks, 135-139, 205-209 
experience points. 43, 55 


ferry shuttle, 16, 204, 205 
fighter aircraft, 14 
fire rate, 43, 232, 234 
fixed artillery turret, 26 
force-building strategies, 53-55 
force value, 47 
foundation strategy, 77 
G 
games 
Force Commander contrasted with other, 2 
multiplayer, 72-80 
single-player, 3, 69-70 
garrisoning, 68 
generator, auto-turret, 24 
goal-setting, 63-64 
God Mode cheat, 70 


H 

health, troop, 37 

health points, 43, 55, 232, 234 

heavy artillery platform, 13 

heavy trooper, 29 

hospital, 23 

Hoth, Battle of, 126-133 

hover tank, 34 

hover transport, 32 

| 

Imperial forces. See Empire. 

Imperial missions, 3 
Assault on Ruul, 93-105 
Battle of Hoth, 126-133 
Crisis on Sarapin, 106-117 
Desert Training, 81-92 
Massacre at Abridon, 140-159 
Surprise at Endor, 134-139 
Trap at Yavin 4, 118-125 

Imperial palace, 212, 223, 229, 231 

infantry, 5-7, 24, 28-30, 31, 57 

infantry damage points, 232, 234 

infiltrator, 30, 59, 68 

J 

jammer, 38 

Jawa camp‚ 88 

K 

Kalaan, Escape from, 160-165 

Kenobi, Ben, 88 

Kenobi, Obi-Wan, 161 

keyboard scroll speed, 51-52 

E 

landing platform, 22 

Leia, 205-208 

LucasArts, 2-3, 72 

M 

Massacre at Abridon missions, 140-159 

medical droid, 37 

mission. See also specific missions. 
fulfilling objectives for, 45 
playing any, 69-70 
winning, 71 

mobile artillery, 12 

mobile proton torpedo launcher, 31 

mouse scroll speed, 51-52 

multiplayer games, 72-80 

Oo 


Obi-Wan Kenobi, 161 
objectives, mission, 45. See also specific missions. 


Princess Leia, 205-208 
probe droid, 17 
probot, 17 
R 
R2-D2, 205, 206, 208 
range, unit, 233, 235 
real-time strategy games, 2 
Rebel Alliance 
missions, 3 (See also Rebel missions.) 
strategies, 74, 79 
structures, 40-43, 232-233 
units, 28-39, 232-233 
Rebel missions, 3 
Alliance Strikes Back, 204-211 
Escape from Kalaan, 160-165 
Redemption at Abridon, 191-211 
Ruul, 166-177 
Siege of Coruscant, 212-231 
Walker Gambit, 178-190 
Redemption at Abridon missions, 191-211 
repair bay, 23 
repair droid, 37, 202 
rush strategy, 75-76 
Ruul missions, 93-105, 166-177 
S 
sandtrooper, 5 
Sarapin, Crisis on, 106-117 
scan range, unit/structure, 233, 235 
scanner-jammer, 38 
Scenario option, 69 
scouting, 17, 30, 62-63 
scroll speed, 51-52 
shield generator, 41 
shield points, 43, 55, 232, 234 
shipyard, 198, 201-202 
shuttle, 16, 204, 205 
Siege of Coruscant missions, 212-231 
Single-Player Campaign, 3, 69-70. See also Imperial 
missions. 
Skywalker, Luke, 161, 163, 165, 205 
snowball effect, 74 
Solo, Han, 204-209, 211 
Spawn Units cheat, 70-71 
speed, unit, 43, 233, 235 
speeder bike, 7 
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_„attacking, 62-67 
____building forces, 53-55 
capturing units/structures, 57-62 
defending base, 67-69 
grouping units, 56-57 
using camera, 51-53 
using cheat codes, 69-71 
Imperial, 74, 79 
multiplayer 
early game, 75-77 
middle game, 77-78 
late game, 78-80 
Rebel, 74, 79 
structures 
capturing, 57-61, 67 
destroying, 45 
garrisoning, 68 
Imperial, 21-26, 234-235 
purchasing, 47-49 
Rebel, 40-43, 232-233 
support/supply units, 17-20, 37-39 
Surprise at Endor missions, 134-139 
swoop, 30 
T 
tables 
Best Counters, 65-66 
Command Point Increases, 46 
Command Point Reduction, 47 
Imperial Units and Structures, 234-235 
Rebel Units and Structures, 232-233 
Unit Type Damage Bonuses for Intrabuilding 
Combat, 60 
tank, 33, 34 
Tantor, Brenn, 39, 160-163, 166, 204 
Taskeen, Tyr, 166 
Tatooine, 81 
Technology Center, 43 
testing team, LucasArts, 2, 72 
Threepio. See C-3PO. 
TIE bomber, 15 
TIE fighter, 14, 36 
torpedo launcher, 31 
TR-MB unit, 18, 39, 40 
TR-SD unit, 19 
tracked mobile base, 18, 39 


Es PN tracked shield disabler, 19 
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transport, hover, 32 
Trap at Yavin 4 missions, 118-125 
troop capacity, 233, 235 
troop carrier, 16, 20 
trooper, 28-29, 37 
Tulon, Beri 
and Crisis on Sarapin missions, 106 
and Desert Training missions, 82-85, 88 
and Massacre at Abridon missions, 154-155 
and Redemption at Abridon missions, 191 
and Ruul missions, 167-168, 170-173, 177 
and Walker Gambit missions, 178, 184-185 
turns, game, 59 
turrets 
grouping, 69 
Imperial, 24-26 
Rebel, 42-43 
storming/capturing, 58-59, 60-61, 67 
Tydirium ferry shuttle, 16, 204, 205 
U 
Unit Counters tables, 2, 65-66 
Unit CPS, 219-220. See also Command Points. 
unit performance upgrades, 43 
units 
best counters against specific, 65-66 
capturing, 57, 62 
deploying appropriate, 64-66 
destroying enemy, 45 
force-building strategies, 53-55 
grouping, 56-57 
Imperial, 5-20 
purchasing, 47-49 
Rebel, 28-39 
spawning, 70-71 
upgrade, unit performance, 43 


Vader, Darth, 127, 133 

value, force, 47 

Veers, Colonel, 119, 121-122, 125 
vital statistics. See tables. 

Ww 

Walker Gambit missions, 178-190 
Win Mission cheat, 71 

winning, 71, 74, 80 

f 

Y-wing unit, 36 

Yavin 4, Trap at, 118-125 
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